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hardware Should have made tne top Three; and why ine remaning 
5: categones also contain [he incorrect entnes 
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the reader awards aren't happening just yet. In this issue you || fino 
Edge choices: what we feel represents the [590551 appraisal of the 


soft- and hardware releases of the last 12 months (in other words, 


everything that has appeared in, and including, E110 to E122) 

For those still asleep at the back, this obviously means thal this 
month's cover star, The Legend of Zelda: The Wind Waker, does 
not constitute part of this selection. How differant would the results 
have been had Nintendo got its translators working double shifts to 
ensure an earlier US release? It's a redundant question - the 
company would then have had very little to keep American players 
focused on its console during the important Easter penod (and 
similarly, nothing to boost European sales in May once the garne 
gets a PAL outing - Super Metroid obviously took care of the 
calendar s first quarter). SI, if it amuses you, you can always 


speculate where the tatest ۶۰۳(5 adventure meant have Sorted ዘገ 


from this month's review — try p88 
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re-evaluated irs decision to stop stocking the GaneLuDa [see p11 


ሙ could have proved 0:77 for the Kyoto publisher. The 


videogame marketplace has changed. There's an almost palpable 


nervousness in the air. The Dreamcast and NGA failures, still paintully 


fresh in some industry minds, ensure that many Val Currently display 


a tendency to overreact. Of course, the end of term isn't here yet 
and - provided it applies itself = it's not too late for Nintendo tc 


turn its performance around But it really must try harder, 
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Held once again at the San Jose 
McEnery Convention Center, the 
Game Developers Conference is a 
four-day event attended by around 
10,000 game developers 


frontend 





Networking is the message at GDC 


The tribulations of online gaming and the opportunities provided by mobile gaming 
were two of the key focuses at the 2003 Game Developers Conference in San Jose 
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was always going to be a bitter-sweet event But t wasn't all doom and gloan 
(here was plenty of activity around the Ihe heads of studios, such as ids Todd 
career pavilion, for example, as those with Hollenshead and Relic's Ron Moravek spoke 
funded projects in development picked over the about running a successful studio, while 
hundreds of artists and coders who have been BioWare's co-founder Ray Muzyka wert 





mace redundant. It was certainly convenient for beyond the. call of duty, chairing five 


tha former members of Midway's Milpitas roundtables in three days handing oul advice 


San Jose at dusk - this is when all the fun 


development group. Situated a couple of mile to Startups on subjects such as handing begins with several company-hosted 
from the San Jose Convention Center wher publishers, publicity and marketing parties on every night of the conference 
1 BICI, ine (UU-Sitronxg Stucio was Liner strong contmerence strands ۳11.00 
eceniy shut Gown as Mictway, ike many 0 the now-standard two-day academic 
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ር ከ ip ip bed “ል couple of enterprising types raised smiles as 
they sat with ‘Job wanted’ or ‘Will texture for 
food’ signs stuck to the backs of their laptops" 
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Unlike Microsoft and Nintendo, Sony splashed out some marketing money on a large 
stand, highlighting development technology such as the PlayStation2 Performance 
Analyzer, as well as examples of online and voice-activated games 








Friendly enemies 
In a packed conference program, two talks 
Stood out. The first was billed as a deathmatch 
between Naughty Dog's Jason Rubin and 
Insomniac's Ted Price. Good friends, who work 
closely together and share technology, they 
took it in turns to trash each other's games in 
what started nut, at least, in a semi- 
constructive manner, “Spyro was a fa 
looking game filled with a forgettable 
character," reckoned Rubin; a comment Price 
swiftly countered saying, "Jak was a mutant elf 
with bad clothes. | hated him." More 
interestingly, they agreed that their most recent 
projects, Jak and Daxter and Ratchet & Clank, 
hadn't worked as they had hoped, although 
sequels for both are in the pipeline. 

And continuing in a similar theme, 
Tsurumi Roppyaku and Ryoichi Hasegawa 
gave a talk about developing games for the 
Japanese market. Both men have worked on 
games such as Crash, Spyro, Jak and Daxter 
and most recentiy Sly Raccoon. Changes 
made to these games for Japan ranged from 


ensuring characters' pupils are black, not 


coloured, to using an different anime-style 


skeleton for animation. 
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Nokia boasted one of the largest stands on the GDC expo floor, and it had plenty of camera phones, game decks and free dev kits for 
people to play with. Big US semi-conductor companies such as Intel and nVidia also used their marketing muscle to make a splash at GDC 


012 forces with another online veteran It drags down the publisher's overall gross 
EAs Gordon Walton. the executive producer prot and that womes them,” Walton salo 


ot | ከፎ Sms Cnine 


Ji 
< 
1 
EL 
m 


The biggest problem developing online announced its online experiment was ove 


games is they operate in a fundamentally EA.com would be rolled back into its core 
different paradigm to offine games,” Walton business, This means it will no longer provide 


separate financial figures for online activity. ሺ 
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publishers expect a 65-95 per cent profit on game was quickly dominated by skilled 
gross sales for successful games. [he most players.. new players were faced with more 


successtul online Games only make 30-50 per defeats than helping hands.” 


cent, however, because of their higher Revealing the enormous Investment 
development and ongoing maintenance costs, aquired to create such a game, Vogel 


"We've already taken 400,000 pre-orders of 
star Wars Galaxies but there’s no way we can 
handle that number of players in the first week” 
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commented that on tap of its st 


development team, online Games also require a 


Y ive team, Consisting of ሪያ star, the Star Wars 
ኒ Galaxies team is designed to deal wih day-to- 
ነ = ነ 


day problems and community relations. Star 


Wars Galaxies wil also have around ten 
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Tack Jin Kim, NCsoft's CEO, gave a 
business keynote entitled, 'Applying 
the Lessons Learned on Korea and 
Lineage to Today's and Tomorrow's 
Online Games'. Lineage is the largest 
subscription online game in the world 

with over 3m subscribers access will be strictly controlled to ensure 


game events. And in acidition to all this, the 





game requires six shifts of customer support 

stat providing 24/7 cover to deal with problems 
ranging from players who can't correctly type in 
their senal number to game bugs 


It's cost implications such as these that 


Mean when Star ۷۷۵۲ Garis Tinally launches, 


quality of service, “The launch is crucial 
because all the people wno have bought the 
garne will try to play it," Vogel pointed out 
“We've already taken 400,000 pre-orders Dut 
there's no way we can handle that number of 


pavers m the first week 
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On the plus side, all three speakers 
expressed the view that there was an 
opportunity for niche online games, that is 
those which cater for up to 25,000 subscribers. 
Not only do such games only cost à couple of 
million dollars to develop, but they can charge 
their audience much higher rates. "With 
EverQuest, we only get up to $200 per year 
from a subscriber, whereas some of the niche 


products manage to squeeze up ta $1,000 per 


Another key player in the online gaming 
space at GDC was NGsoft's CEO Tack Jin Kim, 
owner of the world's most papular online game, 
Lineage. which has more than 3m active users 
n Korea. In contrast to US games, 98 per cent 
of Lineage users connect via broadband 
although most play the game in PG gaming 


cates rather than at home. Meso is now 
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attempting to break into the US market and 
a part of this, is funding the creator of the 
Lima senes Hichard Garriott's new company. 
And it's certainty got money to burn. In its last 
financial year, the company made a profit ot 


45m (E298rm) on sales of $123m (Er Sm) 


Ringing the changes 

Connectivity and gaming of a different kind was 
on the agenda at the rwo-day GDC Mobile 
sessions. First of the keynotes was Takeshi 
Natsuno, executive vice president of NTT 
DoCoMo i-mode. Claiming to be the largest 


Internet service provide in the world —|-made 
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Designed to work with EverQuest on PS2, Logitech's keyboard has been approved by 
Sony. The game, just launched in the US, is doing well with a fifth server already added 


has 36m subscribers in Japan = Nateuno-san Nokia s N (sage device as a potential new 

pointed to the importance of tha user revenue stream 

expenence as the key driver of the mobile Unsurprisingly, the company is Keen to 

word, "We limit downloads to ten seconds and stress that those who are slavishly comparing 
Hon t talk about technology," ne pointed out. N-Gage to Nintendo's Game Boy Advance 


For example, DoCoMo never mentions Java. have the wrong end of the stick. "The pace ot 





nstead it labels Java-capable phones as 8 technological introduction is the Dig difference 
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Mobile infancy 
evolution between 2G and SG services,” he Another area Nokia will be pushing with 


successiul because we need to have a gradual 


said, "Faster connection speeds do not mean N-Gage is network gaming, whether it be face 

richer content." to-face gaming via Bluetooth, location-based or 
[he keynote from Nokia's senior vice via the mobde phone network itself. "There are 

president of media and entertainment, Ilkka opportunities wtwch are yet to be crystallised,” 


Raiskinen, echoed some of these poris. enthused Halonen, “Think about mobility 


echnology dox enefits do." he But with respect to the issue of pricing, he 
5151680, m ق00‎ nens as a jave 115 away. Vre | OO ۷۸۸ ۱17/۴ m tares IO 
t aher innevati tent, as wel as make N-Gage a massmarket device," was al 

mag me hearts of developers wno see that was offered. It seems unlikely that Nokia 


vill be subsidising N-Gage itself in the manner 
ot consoles, however. in Finland, for example, 
it's against the law for companies to sell mobile 
phones ነ this way. Yet, considenng the sheer 
numbers of devices Nokia sells — it sold 45m in 
the last! three months for example = there are 
sure to be millions of N-Gages in use. The ርካ 
question seems to be, once bought will they be 
used as pnones gaming devices? 
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ጋርዝ comparry Matrowerks also got in on 


the prevailing mood, releasing a development 


Everyone's favourite night of the show is 
the booth crawl, in which company 
sponsorship results in free beer 


lor Nokia's Senes BO tec echnolagy. which is‏ ا( 


the software toundation on which N-Gage 
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nVidia's CEO Jen-Hsun Huang took to 

the stage to announced the company's 
new range of GeForce FX graphics 
cards in a breakfast briefing 
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maintains its number one performance ranking 
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Like its competitors, Discreet, the 
company behind 3ds max, held 
regular tutorial sessions during GDC. 
It also used the show to announce the 
release of a Game Export Interface for 
the 3D modelling package 





Sony London's EyeToy peripheral, 
which combines PlayStation2 with 
motion inputs captured via a USB 
Webcam, was a hit on the show floor 


QU 
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‘Game Stars’ to find gaming idol 


ITV is set to grant the videogame industry its own reality competition 


show, but ITC refuses to see the cultural contribution of the medium 


his Easter weekend will see the 
1l broadcast, on ۱۱۷۷, of ‘Game Stars’, a 
high-profile bid to combine videogames with 
reality programming in the style of ‘Poo Idol’ 
and its ik. The show has been engineered 
by videogame specialist PH agency 
Barrington Harvey and broacicaster 
Granada, who are aiming for a higher profile 
than that achieved by previous industry 
television excursions. As well as attempting 
to find the nation's best gamer, the show wil 
also repart the results of a public vote for the 
best garne of the past year in several 





ል mix of celebrity hosts and 
interludes by bands should ensure 
a wide audience for 'Game Stars 


different categories, and is set to feature 
celebrity appearances and bands. 

The bid to find the nation's most skilful 
videogame adept has been taking place over 
the past couple of months across the UK; 
the 'Hunt for the UK's Greatest Gamer’ tour 
was open to anyone, and stopped in 
Birmingham, Bristol, Cardiff, Glasgow, 

Leeds, London, Manchester, Newcastle and 
Belfast. Players were randomly allocated 
three challenges from a possible 12 games, 
with the overall best player from each city 
going forward to the final. As Edge goes to 
press, the tour has proved significantly 
popular, "These are difficult times, yet over 

1.000 games players turned out to compete 

in the London challenge = and the standard 
was high across the board," claimed 


VOTE NOW 


FOR YOUR FAVOURITE 


NINTENDO 
GAMES 


www.gamestars.co.uk 
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Nintendo has certainly taken ‘Game Stars’ seriously, even going so far as to produce flyers 
to drum up support, and votes, for its nominated games, such as Metroid Prime 
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"In order to take gaming into the mainstream, 
we need to treat videogaming as a fun 
pastime, not the obsession of the hardcore" 


Bamngton Harvey s Simon Harvey. 
Votina for the 'Game Stars' Peoples 
while, took place 
s Website 


Choice Awards, mean 
across the 'Game Star 
Iwww.aamestars.co.uk), the ‘Daily Mirror 
and at in-store voting forms at GAME. 
Winners in the tan awards categories will be 
revealed during the show itself, with the 

, GAME and 
BAFTA having sponsored individual awards. 


‘Daily Mirror’, GamesRadar.co 


The overall Game of Games Award is to be 
awarded by a BAFTA jury of ‘industry 
experts’ apparently, 


The show itself will be broadcast on 
Easter Sunday, with the inclusion of celebnty 
quests and bands clearly aimed at drawing in 
a larger audience. And while Edge certainly 
has some doubts about some or tha 
nominees for the awards categories, such a 
bid to proselytise to the masses about the 
joys of gaming is entirely admirable. 
Nevertheless, it's probably still destined for 
the 5ርዕጠ of some elements within the 


gaming community, as Harvey admits, 





industry to where it is. But in order to truly 
take gaming into the mainstream, we need 


to break free from those shackles and treat 
videogaming as a fun and entertaining 
pastime, not the obsession of the hardcore. 


“Were not going to keep some of the more 
cynical gamers happy, but that's. not 
necessarily what ‘Game Stars’ is all about. 
t will be interesting to sae how they react 
to it, though." 
No doubt there will be resistance to the 

ee by the show's producers to 

'glamorise' gaming. But Harvey is clear that 
previous attempts to televise videogames 


Such an argument is hardly likely to curry 
favour with cynical and jaded gamers, but it's 
clear that the videogame industry has much 
to gain from a show such 85 'Game Stars 
"It is in the best interest of games and 
gaming to have mainstream TV pick up on 
the fun and enjoyment they can bring to 


everyone,” explains Harvey. "It will rejuvenate 


have been hamstrung by a reluctance to 
properly court a mainstream audience. 
"Think about our ‘stars’, they've all originated 
from gaming and games TV proaramming. 
And while a degree of knowledge 5ا‎ 
obviously crucial when representing games 
on TV, we have tended to ghettoise our 
spokespeople by piaeonholing them from 
the off. But games are obviously becoming 


nterest in gaming outside of our traditional 
peak period, much like the music industry 
promotes itself through the Brits in February, 
when music CD sales are typically low." 
Indeed its so obvious, you'd be forgiven 
for wondering why the industry hasnt 
attempted something similar before. But 
increasingly popular; no longer must you be 
a geek to understand and love them. The 
reach into celebrity 15 more widespread than 


tha mainstream media realises. Making a TV 


efforts to get the show off the ground hit an 
unforeseen obstacle when it was discovered 
that television footage of videogames 5 
heavily circumscribed by the regulatory body, 
show that similary caters for a mainstream TG. “Whereas films and music are deemed 
audience is obviously the secret to success. to ha 
Sure, the hardcore audience has brought the coverage falis under ‘promotional’ material, 


ve cultural significance, games 
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EU nes,” explains Harvey. "If we are t 
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time, “Game Stars’ will become t 


equivalent of the Brits in the music industry." 
continues Harvey. "Game Stars’ is all abou 
embracing the good in games and gaming 
and we re hoping that after the show, 


we | have made more people interested in 


playing videogames." Which is what Edge 





According to Barrington Harvey's Simon Harvey, one 'high-profile male TV host' rang 
WwWw.dqamestars.co. UK up the producer to personally ask whether he would be able to give out an award 





Games provide focus for Screenplay 


Nottingham's Broadway Cinema provides the venue 
for an exploration of gaming's cultural contribution 








Doak lost out to Zak Banson, which just 
goes to show that developers work so 
hard they can't play their own games 
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ast month saw the third annual 
Screenplay event take place at 


Nottingham's Broadway Cinema, aimed at 
investigating the Cultural Impact o 
videogames. Entitled ‘Makers, Thinkers, 
Players’, the event took place on Saturday, 
March 15, and was co-organised by 
Broadway Education and visual artist Frank 
Abbott of Nottingham Trent University, who 
were hoping to provide a platform for tne 
discussion of issues such as narrative, 
character, identity, audience, industry and 
art with regard to videogames. And though 

t was attended by only around BO people, 
there are plans to make next year's event a 
much More ambitious one 

The highlights of this year's event 

ncluded à matinee screening of “War 
Games an exhibition of retro consoles and 
games, and the chance to see David Doak 
getting roundly beaten at 
‘From my point of view th 
well," exptained Abbott, “and it performed 


the task of bringing together 5 diverse range 
of engaged people to explore and celebrate 
the thinking behind 8 development of the 
games phenomenon. The discussion was 
terrific with relevant and exciting 
ሚገ ዚ፤ቨርቭበ5 in all areas 
deed a panel discussion featured Free 
Radical Design's David Doak and Professor 
Steve Benford from the University of 
Nottingham s Mixed Heality Lab, while a 


retrogame exhibition organised by ian Pare 


1 
m) 





Next year's Screenplay is intended to take place on a larger scale, building on the success 
of the first three events in bringing together a diverse range of people to discuss gaming 
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tournarnent, which saw Tour finalists TAKING 
መ on a cinama screen, Doak's official 
exc cuse for losing out to Zak Banson was 
that the ADOK controler was too large, 
though Edge did manage to extract an ‘off- 
the-record confession that he just wasn't 


= 


good enough on the day 


The suocess of this year's event builds 
on the previous TWO events, and the [ኣፎ 1 5ا‎ 
lo stage it on a larger scale next year. "We 
now have links with such a range of 


committed and engaged people that | think 


we wil be in a position to try and get 
- — - b - 
support f more ami IS event nex 
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T broader trend 
Which has seen conferences 5080۳ up to 
cater for discussion about videogames in a 
context that's free from commercial 
constraints = as demonstrated by last 
issue's report from the Gamehotel event in 
Paris. Which can only be a good thing 
judging by an audience that ranged fron 


experimental researc! prog ammes in 


alistic critics, to artists and gamer: 
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Retrogamers were well provided for at Screenplay thanks to lan Pare and Paul Drury, but 
there were more contemporary flavours of gaming on display, such as Rez (above) 





Edinburgh gets a games festival 
... i: on Scotiencts ania Jeu ا‎ 





yen [ገፎ commercial party of re 
ہے‎ videogame industry with other major 


entertainment 


sectors, it should come as n 


surprise that there's a desire to match then 
culturally as well. Which 15 why plans are 
aloot to launch the 2003 Edinpurgt 


International Games Festival during August, 
ultural in portance of 
videogames alongside theatre, TV, books, 
The 


creativity exhibited by the medium, as 


ID cexeDrate the ር 


ana cinema. 
۷۷6 
as offering a platform for developers and 

publishers to 


ot these to the public 


share ideas and convey some 
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ELSPA and Tiga 
Tom Stone, worldwide managing dirs 
LEGO elected as 


J Interactive has been 


its first chair 


Recently Reviewed 


FIGF alms to celebrate the 


Edge wil be supporting the event 
cing TE TT 5 የ=ች የጌ a fe tn 
MH estra eward The 725, ገብ 2102 8. 
ames will be announced at E3a 
Edges Website, with the eventual winne 
be anna £x d at festival rset 
pecial award c ony, which ke 
place on Monday, August 18, with an afte 
cn i Dari 8 n E ሉ 
Information about the event will be 
available Shortly on the festival s 
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Edge brings you a rundown of last |585ህ6 5 review scores 


Title 


Skies of Arcadia Legends 
Bubble Bobbie Old & New 
Command & Conguer Generals 
Kung Fu Chaos 
Tom Clancy's Rainbow Six: Raver Shield 
Devi May Cry 2 
Praetorians 
Steel Battalion 
Tenchu: Wrath of Heaven 
The Sima 
Linreal if The Awakening 
Vieux 





Skies of Arcadia Legends 


ی٦‎ 


ac 
GBA 
PC 
Xbox 
PC 
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Rainbow Six: Raven Shield 


Empire Interactive 


Electronic Arts 
Microsoft 

Utsi Soft 
Capcom 

Eidos Interactive 
Mi $ 
Activan 
Electromc Arts 
Atan 

Acclaim 


C&C: Generals 
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Edge will provide the shortlist for the 
festival award, with the winner to be 
announced at the festival on August 18 


Developer 


Overworks ጸ 
Taito 7 
EA Pacific 7 
Just Add Monsters 7 
Ried Storm Entertainment n 
ሀ-ካርዚፎጭፎ 5 
Pyro Studios 6 
Capcom Āā 
KZ 6 
Edge of Reality 6 
Legend Entertainment 5 
In-house 3 





Kung Fu Chaos 





One of the ‘80s’ most loved titles is set to 
be resurrected on next-generation consoles 


next year. Geoff Crammond's Stunt Car 


Racer is finally sat to receive a long-awaited 
sequel. Going under the provisional title of 
Stunt Car Racer Pro, Crammond is aiming for 
a launch date of 2004, though it has yet to 
be announced what hardware platforms the 
game will run on, or even who wil be 
publishing the title. “ል sequel or upgrade to. 
level." explamed Crammond. "Now, the 
time seems just about perfect to produce 


One of the announcements made at GDC 
was that audio technology company, DOTS 8 
offering a zero fee licence for use of its multi- 
channel sound technology for PlayStation? 
games. The technology has already featured 
in Rockstar's GTA) Vice City and EA's SSX 
Tricky, and allows realtime interactive discrete. 
digital surround sound during actual 
gameplay. Also at GDC was a demonstration 
Codemasters! IndyCar Series (sea E122) | 
being run in DTS mode on the DITS booth, 


ል new range of PlayStation? tities is set to 
launch at the end of April with a price point 
of £10. The Play It range will initially consist 
af four titles with 20 titles expected by the 
end of the year. The first four tities in the 
range will be Ce! Damage Overdrive, Seek & 
Destroy, Pray It Pinball and Road Tip. 


so will be available from a variety of retailers, 
from supermarkets to videogame specialists. 
And though it's unlikely to get the average 
Edge reader salivating with excitement, it 
might be worth keeping an eye on (t for the 
odd bargain. 
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Tracking developments in development 





http://unreal,epicgames.com 
WWW.crytek.com 
۱۸۸۷۷۰۸۷۸۰7 


Beyond pushing 





polygons 


The new generation of game engines focus less on fillrate and more on lateral 
issues such as art tools, in-game editors and online distribution models 











Doing things differently is 
GarageGames, whose Torque engine is 
designed and priced to allow 
independent developers to create 
simple, episodic-style games which can 
be distributed via the Internet 





The bonus pack for UT2003 looks 

great but that's because it was 
originally designed for Epic's next 
game. Its new Unreal engine technology 
means that it's been released now, so 
the company can focus on really 
pushing the boundaries 


014 


Ime was when a game engine, 

ii conceptually at least, was a relatively 
straightforward piece of technology. It might 
have consisted of 100,000 lines of code, 
but art assets went i one side and a 
moving 3D word was outputted to some 
sort of dispiay at the other. In the current 
mixed-up world of integrated art pipelines 
and online distipbuted digital content, 
though, that's no longer enough. Three 
exampies on show at the Game Developers 
Conference demonstrate how this 
increasing diversity plays out. 

Epic Games’ Unreal engine is the mast 
obvious example of how the okd-skool 
approach has changed. After all. ir is the 
most focused and capable first/thiediperson 
PC game engine available for kcensing Dy 
developers, even if access costs a 0 
$500,000 (£319,000. 

This year, its demonstrator of choice, 
level designer Alan Willard. surprised 
attendees to Epics meeting room wath 
something special even by its high 
standards. Using a technique known as 
Spherical Harmonic Mapping, which first 
came to prominence in a research paper al 
SIGGRAPH 2002, the company is in the 
process of refocusing its technology away 
from pushing more polygons and towards 
generating more realistic ዚጀዝነርን models via 
its art creation tools. 

First demonstrated as a demo for 
nVicka at the Comdex show. Epic's footage 
shows a highly detased ا۳۳‎ character 
moving within a starkly lit environment. The 
rub is that the character model consists of 
only 3,000 polygons = about the same as 
the characters in Epic's L/T2003 game - 
while the environment is a mere 2,500, 

The trick, according to Willard, ts to 
create two models for every object; one at 
very high resolution anc one low-polygon 
model. In the nvidia demo, the high- 
resolution character model was 71 
polygons, for example. "Once you have 
both models, you UV map the low- 
resolution one and then run it through a 
processing tool, which spits out a spherical 
harmonic man,” Willard explains. This is 

en mapped onto the low-poty model, 
glina the incredible detail associated with 
the high-resolution model while requinng a 
much smaller processing overhead 

The only problem for curent developers 
is that using this technology will require 
them to rework their art assets. With this in 
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mind, Epic nas taken the decision to gwe 
away some of what would have been its 
Unreal Warfare game in a free bonus pack 
for L/T2008 and concentrate on building 
new content for the future. 


Realtime editing 

A company with a similar technology. if 
lesser profile, is German developer ۸ھ‎ 
At GDC, it was demonstrating the 
Polybump package in conjunction with its 
CryEngine. Tres also applies detailed 
textures generated trom a high-resolution 
model, to a low-resolubon one. More 
impressive however was the realtime editing 
capabilities of the CryEngine. 

Demonstrations showed a level editor 
playing the game within the WYSIWYG 
editor, CryEdit, pausing the game to drop in 
objects and enemies, while deforming and 
retexturing the landscape and then 
seamlessly retuming to the game. 

Another engine company at the show 
was GarageGames. Like CnyEdit, its Torque 
engine allows realtime editing of levels but 
more importantly the company has a 
completely different business model backing 
up its technology. Based loosely on the 
Tribes 2 engine - GarageGames consists of 
people who worked at Tribes developer 
Dynamix, a Vivendi-owned studio shut 
down in 2002 — Torque is designed anc 
priced to enable independent developers to 
work on innovative and small-scale Games. 

For example, it costs only $100 ፳64) 
per programmer to license Torque. and 








German developer Crytek's CryEngine 
comes complete with a neat realtime 
level editor, while its Polybump art tool 
allows artists to create detailed models 
using only a small number of polygans 


already there are several hundred qames 
in development using the system. 
according to company evangelist Jay 
Moore. "We obviously don't expect all 
those games to be completed but we 
expect that in time there will over 100 
Torque-powered games available," he 
predicts, Unsurprisingly. the company works 
cosely with its licensees, and extends its 
renegade status by strongly supporting the 
Opensource community, using such 
software in develooment and supporting 
Linux development within Torque as well as 
Windows and Mac operating systems. 
Another feature of GarageGames: 
model is that it offers developers the 
opportunity to release games wa the Web 
Most games using Torque will be made 
avaitable as small downloads, although 
Moore says that in time boxed retail 
titles wil also be launched 





Forget higher clockspeeds, AMD reckons the next big thing Opteron: 
to push PC performance will be its 64bit architecture | 
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the equivalent Intel product. Thus AMD's 
Athlon XP 3000--. while only running at The first games to support AMD's 64bit approach on the server side are Valve's Counter-Strike Ihe most vocal programmer in support of 64bit 
and Epic's UT2003. Epic is also releasing à consumer version when the Athlon 64 is released | w so far hat T 
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Processor Architecture 





As well as the standard PC architecture, the Athlon 64 uses AMD's high-speed, point-to-point 
link HyperTransport technology to connecting integrated circuits on the motherboard 
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US: "Just what | expected," says a topless Lisa in the screenshot 
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redhead. It's a smart technical achievement, but a pretty empty, 
pathetic experience = those who've experienced the game will 
know the characters lose their attractieeness in proportion to thelr 
clothing. But dort pity the poor teens getting off on this; ቁ, poor 
Acclaim, whose tnole-A, OOO’ BMX game has just lost its only 
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coma We're JaMID, JaMID, JaMID, JaMII 
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US: So sang Bob Marley, possibly, and Edge noes vou IKE‏ »^ } 
፳፪ ይ what | expected , +e fiir ።‏ 


JaMID too. ‘You probably will; it's a GBA cart developed Dy Ajis 
Systems which allows you to run Java-based games on your 
handheld machine The cart also comes with a bullt-in MPS 
0 ۷ player, as well as an SMb MMC card to store the freeware Java 
games strewn across the Internet ይሃ. wonders if Java-based 
Ji 
MR shooter Noiz2 (see E122 Website of the Month) is compatible? It'll 


be a few months before it can find out, because the systems 


currently only available to developers Edge vant afford the 

$188 (126) for the dev kit thanks to an unwise wager on a horse 
ae (aard's (salle A oneumer verein is expected SOO 

once enough developers are working on JaMID-speciic Java 
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5 put it this way, I'm በዕ! 
holding የባሃ breath." 
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“They don't really look like women 
they actually look more like aliens, 
but still hot aliens.” 


nan Xpox hacking messageboard reacts to the 


ccreenrhats of CGA with nude patch angled 


"We're pleased to be working with Ninja 
Tune on this very exciting project. 
Hexstatic's futuristic-meets-retro ethos 
fits perfectly with Shinobi's combination 
of classic gameplay, GOreImporary 


Downlood MP3 files ond Javo MIDP E EIL 


Listen to MPJ while phoying cool Java mobile games 
A complete Java game development kit 
the light of day do not poss 

wealth of social skills.” 
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maa Pinball? Wizard! 
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hals probabry because inis ISN'T a TODy OG mechanica eoe, Dui Tab also makes pub quiz machines, not dissimilar 


a shiny 42-inch plasma screen attached to a couple of 5535 Ippe to Erotic Photo Hunt, Edge's favourite bar machine 
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give Edge the edge over that damned deaf dumb and blind kid. 


More information from www.tab.at/Eenalsh/MirtualPinball,htri 


Rough diamond‏ ہت 


Italy: Edge receives some odd artifacts in the post, but 
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BASED ONEWE HETA, ISSUE 1 LOOK FORUARO TO THE REMAKE 


Slovenia: People often ask Edge, "Hey Edge. if you were a 
popular videogame, what game would you be?" Well, Edge 


وم و اع ھ jr E. ; U i‏ ۵ھ 


sr t sure - perhaps Mizuguchi-san's glorious Aez, since, hey, y 
either love it or hate it, and, hey, Ifyou hate it you're » hideous ዉሎ 
wrong. But Edge can answer a similar ር question | = "If the cover of 
Retro #1 was a popular videogame, what game would it be?" - 
thanks to Tomaz Kac, who's interpreted Gary Lucken's wonderful 
pixel art using his Head over Heels engine. The game is a simple 
collect em up taking place over a handful of indo rooms, 
HEAD DUERA HEELS = COMING SOON | but it's free to download and a pleasure to play. Grab 


Ic S ee ovv مسق ع‎ ool Tralee RIETI ሚሻ ሚመ qo 
Ti yi Trolls Website, located al 





"The future of gaming has arrived" 


UK: Or so the press release claims, anyway. Ideal Out There 
stories aren't just constructed from fire-chucking lunatics in Japan 
see E127). No, there's also the Ludicrous Peripheral genre, a 
tavourte of this section since its inception = so much so that 
000615 DORES i there's actually a subgenre within that, the Ludicrous Integrated 
71 ۳۴۵۶۷ لہ۰ْ۷ي‎ Peripheral genre. And that's precisely where Fanatech's 
3ameboartd Controller belongs, its dual-system compatibility 
ወስ PlayStation2 gamers a chance to "enjoy the same degree 
trol as PC gamers," and PC gamers an opportunity to 


Sar ር "the same comfort and phenomali [sic] | catalogue o Za 
games” as their console counterparts. Now, Edge doesn 


quite understand how the device can impact upon the PC's 
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(already ample) back catalogue, but still, the ironing-board 
aesthetics are enough to guarantee the hardware its coveted 
spot in the magazine. The Fanatech Gameboard is out now. 
Now, what convergent delights can we expect next month’? 


Answers on a postc TO, . 
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NUN UPA co’? Grate expectations 
UK: “When you're not playing on your PlayStation, what do you 


do?" begins 86255 press release. If you must know, we're usually 
out impressing Bath's ladies with our ey 
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hand coordination 





Imagine this in your lap. Heaven. Oh, hold on, Edge But seriously folks, take Edge's wife. No, seriously, Blaze has a better idea: screensavers. There are three to collect: 
thought it was still captioning the DoAX pictures! take her. You've been a wonderful audience, g'night Virtual "— um: Feeding Frenzy (sharks, eagles, piranhas and 





Edges favourite, Virtual Fireplace. To you, £5. Each. 


Celebrity gaming endorsements 

First Justin Timberlake, now Tim from ‘The Office’ 
The Xbox Underground 

Homebrew applications continue to amaze 
Edge Specials 


Let's do eight magazines a month! Hurrah! 


Like “The Dally Mail’ but without the free Cages 


All that effort for some pl aiia ር POPRA 





But the smell still lingers 





Japan: What are the odds? A Zaida GBA advert in the 
ይሸነፍ issue as the Zelda GO review, And look, It's got 
charirg lite cute Link puppets, There is a god, after ul. 


our THESE 
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B ግ "Ce t ሟ ሦት LANI i روچ ہے = اع‎ 
LESI 6 his success. it's fail sav trat Wiliam Gibson gaoes 
mme across as a natural writer. Hrs prose 5 (DO clipped, obiect- 
entad. i ertical t rive emotion. In a sense. he cie 


to have chosen ٥2 Jy as nis unadenynaga SUDJEĆI 27 


"Here it goes," goes a young voice as our puppet 
It completely suits his lack of dramatic tension, which makes it quartet unite their strength, lift a boulder and... 
surprising that ‘Pattern Recognition’ captures tha prevailing | * 


zeitgelst like few other books have over the past couple of years. 
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nto a coherent whole. 
Cayce Pollard, dal her of an eminent US government 


ከ1 Her Uic ry li DOC ገዴ =) ie Cuts them c ማሸ her cloth na er x‏ & سس و وت 


... gan t fighting graviy across the sorsan, “Woah,” 


3n't travel on Virgin Atlantic, but this makes her an ideal tid ይስመ NATU HR 
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take one look at their branding. She gives ar iediate yes or we : 
= U y 
no and is on her way. ‘Yet as still iie from mysterious video A Computer Called 


footage start to dominate tne bandwidth of western consumers, 
she is sucked into a search from Camden Lock to a warehouse 


in Moscow, via Shinjuku Tokyo for its meaning. Yet for all the 


184115 1858 








mies traveled, “Pattern Recognition’, as its title suggests, is less 2 . 
3 : 
about the ceaseless activity of the characters, more about 2 
| Decl á "D — A NN "it's mine!" they claim. A fight breaks out. Suddenly, 
holding up a miror to the way we IVE. Like his Mend Douglas — Wi h what ٦ Oh. a key!" 
up e = T = ' ዳያ a 3 ولا‎ lei اتا اقام‎ — ats f a i a ( 


COL ipiand, who کا‎ thanked in the credits, Gibson 55 brit ging ine 


postmodern life into sharp fous. 


com A Computer Called LEO 


Over the years it's proved easy to portray the UK as a place full 


way ê raa 
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of madcap inventors, who ultimately fail to gain the ۷۲۱۳۲۲۷۱٥٠ 
acclam and commenta! ርርፕፐርቭንርፎ ther ide as meni, AS ዘ 


genius and success were somehow inextricably linked, The birth 
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Tiring's abstract Turing Machine to the secret code-breaking 
f=, à. j el E e e ፲ a be መ ነ Tal * LI, mW + - 
ን the role of genus has never been In question. But the 


role of J Lyons & Co (best known for its genteel Lyons teashops) 


5 one of which few people outside the rarefied climes inhabited 
by histonans of scence wil have heard 

Despite the seemingly mundane nature of Lyons’ business, it "Tow dsr ርአ በለ te ned ወር ንሽ 
Was one of the best-organised companies in the UK during the URL: MER NI ካአ ለደ RUN posible "Yes. | got it!" à deu 


1930s, supplying food to hundreds of cafes on a daily basis. This 


መ ዘር] a large administrative staff, something that becarne 
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I aey expensmwye nma lamDour-Scame Oo Brit | 2 "n Wo hd) M Ta "HR ALI | Am 
creasingly expensive in a labo carce post-war Britain. a ሃዩ کات‎ CW የ ዓጋ TITO ገሸ? '| 
result, the company developed its own computer, Called LEC 


standing for Lyons’ Electronic Office, it was the world's frst to be | You can tel alot about Hermitgames from the irks 
used for commercial rather than defence tasks. Two more | Section - Llemasoti, Pompom, Denk, and 
versions, with total sales numbering over 70, were produced until | garnedevnet. It's a development studio that 

a government-ordered consi iolidattion of the UK-computer focuses on creating "fun digital things to play with," 
industry saw what had become LEO Computer Ltd lose its and so Taj those. things have included three Yaroze 
tiles (Roler, Rabot Ron and Pingoing), one GBA 


It was all in the game, you see? Voiceover: “You can 
play as you want. A great adventure is awaiting you." 
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identity in what now is a division of Japanese company Fujitsu 

COMPAR QS a oru. “ማቹ game (Sheeparoids, which is exactly what you 
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inspirec by a Photoshopped sereen from 

wwWw.uncleciive.co.uk, Super Mario Pac is Jefpac 

with the Super Mario World tleset, professionally 

produced and exceptionally entertaining. There's | 

even a high-score competition for those particularly | NEN ۱ ብጡ 

| prolicent with the 2D FLUDD, with a geekcchic | "That is not all: two legends in one single cartridge! 
Load Rage T-shirt on offer to the best sauirter. | .. Legend of Zelda: A Link to the Past & Four Swords" | 
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| think It s), and one for the PC. Super Mano Pac. 
۱ 
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onfict: Desert Storm 2 is, if publisher 

release dates are to be believed — which 

they're not, but let's imagine for one briefly 
naive second that they are - coming out on 
August 3. Did the real world ship early or 
something? Ha-de-ha. Just trying to lighten the 
mood - it's not like it can get any darker at the 
moment; at least until the choking black clouds 

So, hey! While we've all got unlimited 

electricity to spare, unnecessary consumer 
goods to purchase, and unconscripted imbs to 
Electronic Arts’ tedious Medal of Honor series 
is that the first portrays war 85 a Spielberg film, 
while the second shows it to be a dirty, lonely, 
terrifying experience. If you talk to those key to 


the design and development of the Medal of 
Honor series - and RedEye has. so you don't 
have to = they will most likely tell you that the 
decision to omit blood from their game was made 
because they don't want to exclude people from 
out of responsibility. "Au contraire," replies 
Hawks. The decision to lose the blood is entirely 
responsible, teaching the children that drive up 
they'll just go to sleep, and they'll shoot you and 
you'll do the same. For you, Tommy, ze war is 
over. Sweet dreams. 

Much more responsible is Operation 
way, finger on the trigger) there is an equal and 
on your hands). No gibs, no chunks, just 
understated cnmson. There 5 a dull phut-phut 
when you fire, and a splash of red on your 
opponent. No gore, no glory, just shaking hands 
as you fight against your breathing, a sigh of relief 
as he drops, never seeing his killer. It is not the 
prettiest game in the world, but nor is it the 
goriest. Just a simple cluster of red pois, and 
saw it, he recoiled. It is sickeningly educational, 


sidewavs look at the videogame 


but kids can't play it. Funny that blood is 
blood aren't. 

Crazy world. Cannon Fodder's tagline was 
“War's Never Been So Much Fun!" and it was 
pretty much spot on. In Advance Wars, which 
takes a similar cartoon approach, the cutesy 
commanders challenge each other to matches 
just to test out their combat skills. As Max's tanks 
roll over Sami's infantry units, the men go pop- 
pop-pop under an unstoppable thunderstorm of 
artillery, and disappear. At the end of the battle, the 
commanders chat and joke and both ክዴ to fight 
again another day. We don't ever feel we're toying 
relieved. Gravity is not something that belongs in 
Nintendo games; Advance Wars is too precious to 
be brought down by real world relativity, so let's 
imagine Sami's fiattened troops get back up, dust 


EDEYE 


themselves off, and head back to their pixel 
parents in time for tea. 

There was a letter in Esomethingorother 
accusing Edge of ianoring its responsibilities to its 
readership by reviewing the original Conflict: 
Desert Storm without discussing whether it's right 


industry 


conjunction with EA to celebrate the release of 
their latest wargame, even though that game's ' 
based on a realistic version of the same principle: 
killing another human being. 

It wil be interesting to see how they react to 
Conflict; Desert Storm 2, although RedEye 
suspects it partially depends on how well the real 
war goes for the coalition of the willing. It will also 
depend on other choices developer Pivotal 
makes. For example, RedEye can't see there 
being an iraqi campaign. In the ATS, it's practically 
a requirement to give you a chance to play as the 
enemies, but a thirdperson shooter that gives you 
the chance to play as the enemy — a very real 
enemy at the moment - and shoot westem 
soldiers in the head is headline material waiting to 
be written. No matter that their boys are following 
orders as much as ours, no matter that every 
twisted body — phut-phut — is buit from the same 





stuff as the person who pulled the trigaer on the 
gun which fired the bullet which tore through the 
body and twisted it. The difference is good and 
evil, Or at least what we perceive as good and evil. 
Oh, Redeye doesn't know, There's no slick 
conclusion to this piece, just like there isn't in 


"It will be interesting to see how the press reacts to Conflict Desert 
Storm 2, although it might depend on how well the real war goes" 


or not to base a game on a fight so fresh in the 
memory. RedEye isn't sure who's right here; 
there's no question that Conflicts a very good 
game, but equally HedEye isn't entirely 
comfortable with its premise, and he guesses 
those who lost loved ones in the Guif War won't 
admire 5015 entertaining appropriation of their 
loss. Releasing a sequel when the world's doing 
again, when does it become acceptable to 
recreate historical atrocities? Do dead people time 
out after 50 years? Medal of Honor's Spielbergian 
recreation of World War I! might be sanitised and 
benign, but that doesn't change the fact that 
we're having fun with the holocaust. And while the 
parts of the national press fall over themselves in 
"Kaboom!: The Suicide Bomber Game" or 
"Extreme WTC Jumper" they'll run competitions in 
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real life, But there is something morally unsettling 
about recreating historical nastiness purely for 
present-day thrillz. If EA wants to present its Meas 
of Honor senes as an educational expenence for 
لت‎ the family then there has to be the visceral 
ugliness of war as well as the Hollywood alamour, 
when they do it's not like going to sleep. Losing 
the blood for the sake of sanitisation is pointless, 
because kids see worse things than that in the 
playground - when RedEye was eight, a fiend fell 
off à wall and broke his arm so badly the bone 
stuck through the skin, jut of splintered white, tom 
pink, and a pool of red. There is a difference 
realism we need to grow. 


RedEye is a veteran videogame journalist. His 
views do not necessarily coincide with Edge's 
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e are all guilty, sometimes, of treating 

'videogaming' as though it were a 

homogenous activity, understandable in 
general terms regardless of specific context. But of 
course this is not really true. Videogaming means 
something slightly different depending on whether 
you are Going it in an arcade, a chip shop, a 
cybercata, at home, or in the park. And it's the last 
possibility that often gets short theoretical shrift: the 
nature of handheld gaming. 

Start with the sleek, silver GBA SP — which, after 
all, is where Nintendo itself should have started last 
year. The slightly retro plastic curves of the original 
GBA are replaced by something which really looks 
like a desirable piece of consumer electronics. Its 
clam shell form factor may remind veterans of the fip- 
lid duai-scraen Game & Watches of the early-‘80s, 
but it must also be taken as a direct challenge to 





effortlessly desirable Clié palmtops. To flip open a 
sparkly new GBA SP on the train is no longer to 
make a bold statement along the lines of, "lm going 
to play with a toy right now." For all the average nor 
gaming commuter suspects, you might be doing 
sales analysis with a portable spreadsheet program. 
(That is, as long as you have forked out for the 
cynically separate headphone adaptor) One could 
argue that we shouldn't need to be embarrassed by 
gaming, that such cosmetic subterfuge ought not to 
be necessary, but this sea-change in hardware styling 
is more in the way of a belated acknowledgment that 
That the GBA now has a functional screen, 

something which ordinarily might be considered a 
sine qua non for a successful handheld console, has 
of Advance Wars, my favourite game on any format 
af last year, and also enabled a blissful immersion in 
A Link to the Past, which although largely a port of an 
ald SNES game seems very close to one kind of 
handheld perfection. The character and environment 
epic scale with delicious, loving characterisation, and 
complexity with clean and simple lines, the latter 
being especially important for our optical health; if 
staring at a 26-inch cathocle-ray tube for hours is bad 


for the eyes, so much more so ts peering at a two- 
and-a-halt-inch LCD, 

But it seems reasonable to demand that a 
handheld game, above all, fit itself easily around the 
gamer's other activities, and | የፖ lack of a save- 
anywhere option, although historically true to the 
beat-tne-dungeon-n-one-go nature of the series, faits 
to accomplish this obligation. It has a Sleep mode, 
ሚክ een oe and especially on the 
ale GBA SP may not preserve your 
gresa bore fend وہک‎ hiatus رج‎ may be 
reauired by any ordinary emergency or responsibility 
of everyday life; When you sit down in front of a 
ta a contract of a few hours’ interaction, but a device 
that is designed to be used on the move cannot 
demand such a commitment. 

Phenomenolocically, and as remains true with the 
GBA 5 handheld garning has always been a kind of 
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around the corner, but It's Ale shows that its not 
about playing oid arcade ports on your Samsungi but 
about Community and connecbon, even with ageing 
technology = its Boffighters game, which is a bit like 
paintball using SMS texting, recently launched in 
Russia and had users sending 3m SMS messages 
within Six weeks. So convergence, long hyped but 
never seen in many parts of the digital industry, may 
finally be happening with handheld devices. Nokia's 
N-Gage gaming phone is a hideously ugly and 
overpriced piece of design, but its a telling statement 
of intent. If Sony ever launches its much-rumoured 
handheld, meanwhile, it would pe surprising if the 
unit's capabilites were not informed by the 
company's business in handheld computers. 

And Microsoft's PocketPC handheld format, too, 
is finding favour with small videogame developers. 
This month | bought a Dell Axim, partly as one of my 
regular and inevitably doomed attempts to organise 
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rebellion, a reiecbon of the environment, a solipsistic 
insistence ዕበ immersing oneself in a fantasy 
environment regardless of one's physical 
surroundings. n that sense, it is like reading a novel, a 
socially acceptable form of such mental selfishness, 
and perhaps has pleasurable echoes of daceiving 
teachers at school by doing something other than 





my life in a more professional mannen but really so | 
could play chess with PocketGrandmaster and muck 
about with grooves on soft-synth application Grif 
Music Studio. Then | discovered that Jeff Minter's 
ageless classic ہد‎ is available on the machine for 
a mere fiver; there is a remarkably slick and fun RTS 
caled Strategic Assault available from 


“ዚ5 Alive shows that mobile-phone gaming is not about playing old 
arcade ports on your Samsung, but about community and connection" 


paying attention to the blackboard. (Sneakily playing 
Snoopy Tennis during maths classes when | was ten 
had the same insolent function as surreptitiously 
leafing through the new '2000AD' under my desk.) 

But newer developments in gaming on the move 
seek to change this relationship with the outside 
world so that virtual reality becomes a form of 
augmented reality. This is a process that arguably 
started with the invention of the Sony Walkman: your 
daily environment reimagined and recontextualised 
through music: Begian company It's Alive, for one 
(wwwitsalve. Com), is experimenting with games on 
mobile phones that use the location-tracking and 
mapping functions of celular networks to provide a 
kind of multi-user dungeon whose environment Is the 
streets of your actual city. 

We hear a lot of noise about the explosion in 
mobile-phone gaming that is apparently forever just 
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handango.com; and other garage codeshops are 
busy writing everything from text adventures to C64 
ernulators for the system, Something like this device 
seems to 56 the way things are going; and of course 
it looks even more ‘normal’ in public than Nintendo's 
For many years now, videogaming has been 
a normal choice of living-room entertainment and 
the emergence of convergent handheld devices 
will extend this spur-of-the-moment option to 
people on the move. The GBA SP, in fact, may well 
be the last dedicated, non-networked portable 
videogame console we shall ever 566. It's nice, 
Nintendo, but it's not the future. 





Steven Poole is the author of Tigger Happy: 
The Inner Life of Videogames’ (Fourth Estate). 
Email: steven pooletirmac.com 


, are you intellectually challenged?" We're an easy target; a social minority. You But like the invading Vikings, we will 
That was how TalkSport’s Mike can't crack a joke about someone's colour, eventually triumph — if not through persuasion 1 
Dicken opened his questioning to origin or sexual persuasion (despite some o then by sheer breeding. One day my kids will 
Capcom's Ben LeRougetel, when we went on them being very, very funny) without some have Kids = and they'll play videogames with 


air to discuss the release of Resident Evil Zero. organisation taking to the streets. So how their grandfather who will obviously kick their 
This was no surprise = the evening before we comes gamers get treated worse than gays’ liy-white bottoms at whatever game they 
were due to appear, James Whale promoted Of course, as an Ine we're often quilty choose. Christmas Days will be spent not 
the show by stating that the creator of the of self-deprecation. And sometimes our passively vegetating in front of tne box, but 
most "horrific videogame ever کی‎ would attempts to get noticed can spectacularly competing as families in games of pure skill. 
be interviewed the following day, a billing more backfire. Geeks changing their names for £500 I've worked in PR for close to nine years. 
suitable for a chat with Presto Studios may make a quirky news story, but does it Before that | was a journalist, before that a 
hacked! team than a chap representing the really do anything to further the perception of winter, before that a boy. Throughout this time 
scary but not overly-gory Resident Evil Zero the pastime? ve remained 8 keen games player, much to 

This kind of attitude is unique to gaming. The reason there is such clamour for the chagrin of my parents. | was once told by 
Can you imagine an interviewer opening with publicity is because we're often dismissed and a friend's mum | በ never get a job by playing 
such an ill-informed and aggressive line of marginalised by the mainstream media. The Computer games; this from the mouth of a 
questioning to anyone representing othe dedicated columns in the tabloids and woman whose job it was to have kids. The 
forms of entertainment? It's unlikely. Chris broadsheets are naturally most welcome but difference is, my hobby was siting on my 
Martin: “Man, you're dull." Susannah their column Inches are disproportionate to the arse, not lying on my back. 


The Byronic Man 


Simon Byron, director, Barrington Harvey 
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Constantine: "Nice clothes can do nothin ዚ] the othe But in truth, we're all in PH to a certain 
about your face." Catherine Zeta Jones: "Why more accepted Toms of entertainment. And degree. Rarely do we present things as they 
don t you just fuck off?" Despite games being while cinema and music are equally are, in 100 per cent unadulterated, purest 
never more popular, they remain, in the eyes of pigeonholed into respective news and reviews truth. Brush the hair; a quick dab of gel. Smart 
Ine mainstream, à በ corrupting columns, they often break out into ‘proper ciothes for going out, shorts and socks for 
medium, which ft is happy to denounce 


=" ae ዘህ = d wes E. "| was once told by a friend's mum I'd never get a job by playing 
DANG et و اخ ا اس‎ games; this from the mouth of a woman whose job it was to have kids" 


and roll. video nasties, rap music... surely the 

oldies must be surprised there's actually a 

generation of thirrysomethings and under, so news. So if Robbie Williams: last record deal slobbing round the house. It's all about image. 

convinced were they that we d cuss, shoot, was apparently of interest, how comes the We're all representatives of the videogames 

stab and do sex ourselves out of existence Stamper brothers were not equally lauded? industry now: walking, breathing, talking 

Gu every form of entertainment has survived The ITV “Game Stars’ project — which |'ve advocates of our chosen pastime. We're 

such criticism. But none has sustained it for as been working on — is a quest to find the esponsible for forging our image — an image 

long as the videogames industry. nations best gamer, but do you see that up until now has been stuck in the past, 

Even the BBC recently got in on the act, speculation about the entrants in the tawdry Emerge from those shadows and into the 

with a one of its journalists endearning himself gossip columns? Granada recognises the light. If we're called geeks, then that's what we 
to gamers by claiming, “Frankly, most gamers value of videogarning — and its support has are. Its nothing to be ashamed of any more 
have met do not possess a wealth of socia been invaluable — but others in the media There are millions of gamers in the UK 

skills." This is በዕ better than our TalkSport jock efuse to take the challenge seriously, seeing it Billions worldwide. We should be dismissed 

— media lies designed to entertain rather than simply as a bunch of geeks huddled over and defamed at their peril. The BBC should 

make a point, as he proved with a subsequent onsoles, playing with digitised gins instead of be bombarded with emails, People like Mike 

line, "| came across two online friends of mine the real thing. The reaction has been Dicken should be educated or silenced. It's 

recently, who live in different cities, chatting to interesting. Seriously, if a competition to find a time for the geeks to inherit the Earth. 

each other over Xbox Live while watching 8-8-8-Stuttering karaoke singer is considered 2 

football on television." Friends with no socia far more important than a genuine competition A monthly column by the Byronic Man 

skills — not quite how the dictionary defines. of skill, then we've a long way to go can be found in 'Develop' magazine 








ounous thing happened to me recently while 


playing through Medal of Honor Frontline for 


nd time. (ve always enjoyed a good 





of peace 
"omn 
lesbians with derisive robotic dancing, or lobbed 


eggs at passing Greenpeace ships. What gives 
them the right to ሆሃ and deprive us, the licence fee 
payer, of a good IY war? 


| don t know whether it wes due to the loomma 
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Set to capitalise on yet another theatre of war - the 
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metaphorical barrier that has always separated me 
from the realities of conflict suddenly fell away. It was 
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actually struck me as a littie sick and exploitative 


Apparently, the game's designers toyed with 


paking blood In the garme, but ultimatety ruled 
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Ver seemed TO ME an 6 
madine if the openina scenes of ‘Saving Private 


Hyan had done away with tne gore to ensure a 12 


rating. Aside from the glib comedy of bloodless limbs 


lying left and nant, and the need for broad prattall 
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the doors of Spielber gs Mansion, demanding to 
yank mal bear በርዝ 1! ር i his stupid face 
| was as honest in tts 





portrayal of D-Day as it actually was — refusi 


tone down the starkes: 
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improved, out of duty ark 





as bloody and realistic 


Yet, the game aem. enough of a tease that it 
drove mae to learn more. In the days folowing my 


ዞካምላ poem Ds mum zi m rx PL KATE ፖ”ኒያ phan Deu imr | = the 
polrbcaly-Corect conversion | ended up DUVINO tne 
m 5 مان‎ gib = 
"Uri d emay Hare ጊያ] Py UE eru or ቲ ዞግ 
۶ ቪን OF 01 S OVO DOX-SeEL SD OVE JU ርዕ 
DOONS BDOUL Li-Lny, SNU نے ا تی کی ےا باب‎ 
-—- = dium سر قے خر لحم‎ demam سر‎ iala ፪ኑኔ + F 
Dak اد‎ ] jz: ac L u d NT DE ا"‎ ne = 
- PU HE IE pa سے و می سے‎ RE A መመ TI መ 

ben ERE ኢር. | ዜማህ | ሲጋ ርቄ ILI SLE OU ESTE DIN IG 


blood). My interest opened my eyes to hitherto 
UNSUSDGCIBO 5 ot heroism, and QOD-sMacring, 
individua tales of adventure and bravery 


Bravery such as the exploits of Sergeant 
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show, more than what rt 0d, that lusteg my 1 


Private Ryan and -- in the case of Spearhead - 


‘Band of Brothers’. They would have benefited 


BIFFOVISION 


Page 28, press hold, and reveal. 'Digitiser’s founder speaks out 


rey 
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and prescriptive Al = but having to tackle an evolving 


situation head-on; in the same way real soldiers had 





to back in 1944. imagine the confusion and terror of 
your Comrades dropping around you, ther heads 
popping away into cnmson mist. Imagine being 

PI wn, too terrified to reload your nile for 

J alerting the enemy to your presence. We have ine 
technology -- all it takes is courage, and some focus 


The MoH games came close to iiio such 
situations with their ‘Avan -Anfluesnced Omaha beach 
stages, but reverted to firstperson shoot 'em up 


| he for rra ucc | the rm Tig t Jes] اج‎ Irt 


Spielberg hasn't yet produced a project set in the 
Pacific Fim, there is hope that MoH: Rising Sun may 
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be as bloody as an episode of the ' Tweenies' 
ie there's something distasteful about 

allowing a 12-year-old to watcn a P-rated Bond 

uomen are there to 


- whose only lesson is that v 
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watch the 15-rated ‘Saving Private Ryan’ 
! know what war was ike ۸/8 here you go, Sonny 


And don't tell your parent or quarcian. 


"Medal of Honor highlights for me the fact that games have the potential 
to become worthwhile and legitimate historical archives. Sort of’ 


areatiy ዘ ሸገ= 258 Droductiore tà 





one side, and extended their research beyond the 


aisles of Blockbuster. Instead of aping Mr Spielberg's 


work, they had the potential to expand beyond the 


contines of the TV and cinema screens. 


But before this becomes a belated review, I'd 
ke to sire faults or not — that Medal of H 
highights for me the fact that games have the 
potent to Decome worthwhile and 6 
histoncal archives. Sort of. While at 0 game 


desigr ers may noc De bold engu ay lo tackle real ly 
without n. it through a Hollywood gauze, the 


time can't be far away when reviews herald a game 





for its “bold recreation of the horrors of war," rather 
than bemoaning that it has many save points 
nagine a genuinely interactive equivalent of 
Saving Private Ryan’. Imagine fighting your was 
through a ruined French hamiet = not shoe-homed 


along a pre-determined route Dy a designer's whin 


Perversely, I'd be much less open about letting 
نے‎ ም ake - 
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positioned as interactive spin-olfs of Spielberg's wa 


firms, they're closer in many respects to Bond. There 
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to hav try a litte bit harder. Stering some 
pretentious quote about the horrors of war at the 


front of a game that effectively celebrates those 
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Mr Biffo is a serni-retired videogame journalist 
His views do not necessarily coincide with Edge's 
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(Xbox, PC, PS2) Empire Interactive 





(Xbox) Microsott 


(PlayStation2) SCEE 
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Onimusha 3 (PS?) 


Final Fantasy Crystal Chronicle 


(GC) 


Viewtiful Joe (GC) 


PtanetSide (PCI 


Smash Cars (PS2) 


Freedom: The Battle for 
Liberty Isiand (PC) 


Empires: Dawn of the 


Prescreen Alphas (various) 
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Capcom has announced the third game in a multi-million selling series? 


Well, colour Edge surprised, and say bonjour to Onimusha 3... 


he news that Capcom has 
| announced Onimusha 3 on PS? 
= | 
| won't come as a surprise tc 
many; indeed, it doesn't take a genius to 


work out that. in the face of a 1 


AM 1 


Videogame market in Japan, the company 
would be considering the future of one of its 
remaining major franchises. Keiji 18۱۵۶ 
head of Gapcom Production Studio #2 
brought the first two episodes into the 
coveted members club of milion sellers 
thanks mainly to the lush 3D backgrounds, 


and the use of famous actors as The lead 


character. 3o, with specu ation at a peax, 


=) 


,apcom has Given some details for what 


EA = 
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“The new star is a celebrity, this time 
somewhat more well known in the west. Jean 
Reno, star of ‘Leon’, will play Jacques Blanc" 
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Would have to be made in the lignt of today's 


succeeding in the US market. And with that in 


mind, a video of the game has been shown 





The move to Paris adds an intriguing dimension to the narrative, but US/French relations aren't exactly at 
their highest point right now, so there's no guarantee that it will be successful In courting a US audience 
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Bany on ዘባ tha development Cycle. Counaousty 
| ምን ኞ Neu. 
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Ine tirst footage from tha first two 228 


Dut instead some in-game sequences and 


One particularly long move shows 


Canons raning Gown on preseni- tay Paris, 
setting the French capital alight, the French 
anny failing to fight off the airborne threat 
Ihe choice of today’s Paris as a location is 
intended to appeal to à wider overseas 
audience, and also to overcome tne 
imitationis Of Japanese mediaval theatre 


(Sengoku), The plot behind the game has 


Deen written once again by Flagship, and the 


me ርሽ the game = Unimusna 3, obviously — 


ጫ ("ነ #ሜ ጊዜያ m (Bu om qnum کی جس‎ a سے سے اس ےچ‎ “f Tali ab 
ዝቄ ንር WIN The reappearsnce or Takeshi 


سے 


mua > ጸ TY. : i — = 
— را‎ j Gin. ያ : = 
ضج۳‎ IERI Imi. ARE 71 Wel | 101) d LIMES ITCN 1 1 i 
. js 
اف‎ ied LAM TLS id 
Ti pm pem mam » = FO c ኣጃ 
G Japanese actor was aso e Sia | d 
- "eR ] j= f hr4 
ال‎ ንን ዕዳ GQORLACI! ہت تا‎ De qu = ای‎ ሻር 
= uk ۴ T " 
oh TW = A FR i ጫፎ 
የግር ይ TIS WTWCn Was drecied Dy erit 
Fu acy 111] ሙሾ 1 = om - 
TEM ፤ LL HIAU E Wey cs HN ር. TI ^ [ኤያ LA Y 
# 4 Na. ሀ J : -— 
520.6. LN. تا‎ W TILS ኮር፤ (SLES = 5 
md p 7 US - - سے‎ + 
ዖ: 48 ES 0 ED LI ci WT) SED U =} Sed | ie 


nethod of getting film directors in for Clock 
Tower 3, and Yarnazaki-san will be 
2ooperating with CG specialists Robat on the 


footaga. ۳۳۰۳۱۹ CEO and the producer of the 
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indicated that the company is working again 


on new motion-capture technologies which 


alow the capture of several actors motions at 
the same time. 

The action sequences are designed by a 
star from Hong Kong, Donnie Yen, who 
designed all the action sequences for the film 
Blade |٠ His role in the game's development 


is more than superficial, though, as he's been 


providing precious Bi vice onm what KINO ር 
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fanatics, As well as commenting on fighting 
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Capcom is lavishing a lot of time (and money 


on making the Gs stunning, although whether 


۲۳5 کا‎ (he nant direction for an mteractive 


medium is open to debate 
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Stil, another surprise comes with the 


፻ we ያ T T n : ፣ ማም e 
rame s characters, That Kanashiro-san has 


returned was surprise enough, but he was no 
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outdated. [hese backgrounds are very‏ کا 


qood quality but consequantiy there's been 


some loss of quality for character models. Stil 
the beneit is clear in the sweeping camera 


movements: the freedom has ٤ك‎ 
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Jean Reno isn't a time-travelling novice, having 
axperienced it in "Les Visiteurs’, but this is, as far 
as Edge knows, his first videogame appearance 








Has there ever been a less appropriate name for 
a series than Final Fantasy? Here comes another... 


Crystal Chronicle کا‎ clearly optimised tà take advantage of the GameCube functionality, featuring Zelda-like 


onscreen button menus and various modes and tricks that take advantage of the GBA link-up capacity 


[ “ገ በከ reiease schedules packed unii 
^V/ | the end of March, Nintendo has 
: decided to push back Final Fantasy 
Crystal Chronicle until after the end of the 
fiscal year. Because of the delay, designed to 
maximise sales, Square is still reluctant to 
reveal too much about the game, but it has 
issued some basic details. 
Players will have the choice of four 
different races, each in male and female 





"One thing that's not clear is how important 
the GBA is, whether it's essential, or simply 
preferable in order to enable extra features" 





Of course, it wouldn't be a Square title (or, as 
is looking likely, a Square-Enix title) without a 
substantial emphasis on narrative exposition 


variations, although it's not yet clear if you can 
choose your character in the central solo 
quest mode. Before the adventure - and 
possiDy cung = you Can personalise your 
hero by changing their costume and 
accessories. The gameworld is somewhat like 
that of Phantasy Star Online — vanously-sized 
arenas are linked by short canyon style 
passages. Combat is turn-based, with each 
characters speed defining the time it takes for 
their action bar to recharge. 

After a battle some enemies leave behind 
items, and of particular interest are the magic 
stones, which can be collected and stored on 
a Game Boy Advance. Each stone allows the 


player to access one kind of magic attack 
or action, and the GBA stones and effects 
Can be combined to create new powers. 
For example, a fireball attack may be 
upgraded to target multiple enemies at the 
same time, strike a wide area or simply be 
made more powerful. 

1 seems that the power from the stones 
wil drain each time they re used, so collecting 
as many as possible is vital. The power used 
tor each cast can be set, but casting more 
powerful spells takes longer, and characters 
will be vulnerable while they're casting, hence 
protection from the other members of the 
party is extremely important. 





One thing that's not clear is just how 
important the GBA is, whether it's essential, ci 
simpty preterable in order to enable extra 
features. Anyway, some of those features 
nave been revealed. It will provide access to a 
radar in fourplayer mode, and a letter system 
in the quest where you can receive messages 
from characters and reply to them 

The Moocjes (some of the more popular 
characters from the series, possibly second 
only to the Chocobo) retain their positions as 
in-game postmen. Messages may give 
access to simple quests; for example, you 
might oet a letter from a sick family member, 
who needs a special herb to cure them. 


in-house‏ 600بج 
Origin: Japan‏ 
Release: Spring‏ 
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stai Chronicle also contains puzzie- 
solving elements, which (ior the moment, at 
2351] are simple = take a ‘field device’ to a 
mechanism that requires it and a door opens 
Stages finish with bosses, and defeating them 
provides access to The Tree of Miraru, where 
players can collect some of its essence. This 


is needed to protect your hometown, and the 


All of thes 5 revealed in the opening MOME, 
which, astonishingly for Square, isn't CG, but 
ent. The game also has its 


own official theme song - 'Kazenoa' by 


The game appears to be centred on a more level-based structure than previous Final Fantasy titles, but 
there should be enough continuities to keep devotees happy - like the Moogles, who return as postmen 


Yae, a proto-starlet in Japan 
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Capcom helps Edge through the first few levels of its _ 
idiosyncratic side scroller. And it's looking pretty magnificent 
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It's initially a little bit much to take in, but once the 
action gets going it's almost impossible not to be 
sucked into the game's bizarre but beautiful 2.5D 
universe, The only concern at present is the oddly 


staccato rhythm, but somehow that merely seems in 


keeping with the game's hyperactive aesthetic 








rigi: Japal 
lease: Spring (Japan), October (UK 
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| irst, a Caveat: It'S simply 606 





undeniably intact in the images you see here, 
y static depiction is going to fail to convey 
the actual, singular, splendour of the thing 
It's not just a question of the way in which 
primary colours and notous designs are given 
hyperactive, hyper-kinetic motion. There's 
also the auditory assault of a histnonic 
soundtrack, and the way the camera swims 


in and out to focus on your heroics when 


appropriate. Nevertheless, even screenshots 
nanage to convey some sense of the 
Gane S انا‎ 0٤1.78 approacr 

(ree Zr mr mens Ls a tte tha ኣፍ | De 


Mmarginaly) more norehensible nad it 
emerged from the likes of Treasure. Capcom 
s in serious danger here of losing the 
reputation for release schedule conservatism 
that it's managed to acquire over the years by 
unleashing successive iterations of successtul 
franchises. The comparison is an apposite 
one in another respect though. There are 


actually certain structural similaripes with a 
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requinng the use ol a specific technique, 
before more rank and file get in the way of 
the next mini-boss, until the level reaches its 
climax with an actual boss. 

Over the course of the first level, new 
powers are acquired by beating some of 
these mini-bosses, and introduced with 
quick tutorials. Responding to onscreen 
ques, it's possible to dodge attacks, leaving 
enemies stunned and prone to a destructive 
Courmeratiack, wnie Ine Siow COW spe 


up adiibes are handled sublimely, drawing 
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while, the games two and a half dimensions 
are enhanced Dy the twisted offspnng ot 
parallax Scrolling 

One of the most surprising things about 
the game is the fact that it's actually pretty 


touah to play. First there's the sheer amount 
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gaina on onscreen, which is initially difficult to 
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adiust to, but there's also the need for a fait 
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freauentiy. But in soite of this, it's still an 
enormous amount of tun to play, and the 
signs are good that all tnis ۱۷ 


wont come at the once of quality 
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ሸየ <- ከ6 roleplaying element is one that 
seems less and less important to 
Sony's embryonic genre hybrid 
PlanetSide. Having dropped elements such 
as ‘personal anartments', PlanetSide's 
persistent characters now revolve totaly 
around combat. But, as Edge discovered in 
ezanî 4am sessions of Sony's massively 
nuttiplayer online shooter, this tighter focus 
5 no bad thing. 
PlanetSide is ona of those rare games that 
manages be incredibly ambitious in its brief, 
nile still seeming practicable and 


straightforward in play. At first sight 


PlanetSide is a firstperson shooter, albeit 
featuring hundreds of players. These players 


naht under the banner of three opposing 
factions who are each struggling for 


domination of a number of larae islands. The 


islands contain bases and each faction vies 
for control of those bases. If you die, then you 
respawn in a facility ty controlled by your faction, 


atiera 7 O42 1 , OF y ርጋት In 


It's like a game of | y set 
the future and on a vast scale. A straight-up 
shooter, then? Well, no 

What s significantly different is the way in 
which these elements are executed 


PlanetSide marjes the dynamic of large 
numbers of players an ር f 
Dark Age of Camelot and EverQuest, with 

realtime action. No turn-based combat hera = 


this 5 a firstperson shooter. but one that 


=e Vast Maps and battles that might 


ata 
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volhe scores of individual players. It's a 
persistent word, too, so the same battle 
might be raging after several weeks and 
player-characters can De developed over 
time ding them out in equipment and 
skills as their experience increases. There are 
special abilities for the troopers, and an array 
of venicies. To get to use the best kit, you'll 
have to prove yourself in war 
[he real reward, | 


success of winning batties as a member of à 


Yowever, Will be the 


vast team. Individuals and squads will have to 
work together to capture the strings of bases 
cross and island, These installations range 
Fom small, easily captured towers, to large 
multi-function bases that will give a team 
extra advantages. The fact that large bases 
must be refuelled' also gives the battle a 
"Siege and resupply’ dynamic, leading to 


furious close-quarters combat and 
extravagant wilderness 


Whether md Sony wi lE 


ambush tactics. 
ጋይ able to deal with the 


connacth vIty | issues related to having hundreds 


of people 
the connection-obsessed PC gaming 


hardcore, remains to be seen. More 


eon its servers, and therefore pacify 


sigi nificantiy the question of whether 
PlanetSide's persistent world dynamic will be 
enough of a draw to pull in subscribing 
amters is a crucial test ርዝ where the future ር 
online PC gaming lies. But from Edge's 
position on the battlefield, it's looking 


prety prom ising, 





aye rH (3 Can የነግኗኗ!” 
/ r nmi ۾ ا‎ van It DOSSID 


1 
= ተሦነዶ 
JI LIB 
up warko 
ኒ à 
y VV I TS 


AS 
JUN 
1 
1 7 








The current beta stages of testing have involved 
a vast amount of tweaking and there'll be loads 
left to go as the game naw enters a larger public 
beta that will involve thousands of players 


Fo irmat: PG 
^ublisher. Sony Online Entertainment 


Developer. In-house 
Ongin: US 








Vehicles are essential to getting about in the 
PlanetSide world, as there are long distances to 
cover. Players can also elect to be dropped off 
anywhere on the islands by passing dropships 


Supply and demand 

What's interesting about PlanetSide's 
combat dynamic is its vast scope. As with 
real-world conflict, the armies require not 
simply cannon fodder, but drivers, medics, 
pilots and even computer hackers to break 
into enemy bases. Players will always have 


a large number of options open to them, 


but these skills will be improved and 
specialised over time, leading to hybrid 
character classes, the sniper-pilot, or the 
hacker-assault trooper. 
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orget art, Capcom has developed a very modem, corporate 

= approach to development recently. Every major game = sorry, 
ብ) product — is a brand open to wider merchandising and 
franchise exploitation. Hence the "Resident Evil’ film, 
US ሸጠ adaptation of Onimusha. Apparently there's even going to be a 
Las Vegas show based on Onimusha (with Siegfried and Roy taking on 
the lead roles, Edge hopes). It's all about brand awareness, you see 

So with two years until the Onimusha flick, and a year before a 
proper sequel, Capcom has lined up this lightweight fourplayer fighter 
for November, featuring characters from the first two titles as wall as a 
few special auests. Immediately, the four-way 
Bros. to mind, and the fact that players can destroy parts of the 
environment (and collect power-ups) reeks of 
Power Stone. 


aspect brings Smash 


Akechi Samanosuke and Yagyu Jubel wil 
of course be among the selectable fighters, 
and you should even be able to take control 


of a few boss characters. Edge sees 


mmers of Samurai Spirits at work in the 
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Set for western release as Onimusha: Blade 


Warriors, this side-story looks like being 8 
lighthearted romp for the easily pleased quickie for obsessed fanboys 


This Russian-developed R/C racer puts a smile on Edge's 
face, but it could do with a little bit of spit and polish 





hazard the guess that it's not going to be 8 lot, simply because Metro3D 
lacks any real track record by which to judge. Tha game certainly needs 
a litte bit between now and release; the preview version clearly lacks 
sheen, featuring just a couple of the play modes that will appear in the 
finished game. and it's in obvious need of a bit of balancing. What it 
Even at this rudimentary stage, it's 
swayed by the superb recreation of the manic 
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structure appearing between now and lau 


but even if the finished title only contains the 
Gem of an idea that the preview version 
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gaming faces. Even given the initial difficulty of 


and a forthcoming 
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Format: PlayStation2 
Publisher: Capcom 
Developer in-house 
۳٣ j^ Japan 
"26455 November 



































Twoplayer bouts offer majestic-looking action 
(left), but the game may fall down on its apparent 
simplicity. A selection of magical effects (above) 
will no doubt spice up the oriental proceedings 


Previously in E112, TT 


navigating round courses without the aid of a 
map, its a tonic for the jaded generation, and 
avoiding Brobdingnagian dogs and 
crocodiles, or deliberately ramming colossa 
cows, |S really entertaining (It's not worth 
deliberately ramming karting humans) 

And that’s just the singleplayer game 
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With such accurately modelled handling, its a 
shame Creat didn't manage to secure the Tamiya 
licence; the prospect of pitting the likes of the 
Biazing Star against the Hornet or Grasshopper on 
authentic tracks would have been an enticing one 





Edge has so far only toyed with the singleplayer 
game, but there's enough there to suggest that 
the multiplayer mode can only be more fun 
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Increased domestic secunty. invason of other countries. It can alst 
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| Liberty isand is set in a New York overrun by the USSA (they re our 
| friends now, so thats okay). Your task 5 to liberate the city from tni 

















Directing allies in combat is Freedom's main 
selling point and though there's evidence of 
cliché - Russian soldiers like nothing better than 
standing next to barrels of explosives - the fact 
you can heal your recruits suggests that this is 
no throwaway gimmick, The turn-based sections 
first mooted at E3 have now been dropped 
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Empires is an exuberant take on the RTS - 
something like realtime chess crossed with 
"Top Trumps', but with special moves 


communist ዘነ and restore the American way of life. 
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The universe is bright and colourful, eschewing 
traditional battle camouflage for distinctive 
friend/enemy colour coding 


Freedom has one interesting feature that 
ihiraperson action game, 


as tasks are 
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Current code suggests that Freedom 
an enjoyable 
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the titie also lets you recruit a number of freedom fighters to help you 


completed and 
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Visually the game is nothing to get excited about 
but the recruit commands are implemented well, 
ensuring that Freedom has some novelty 
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1215 because Empires spans 1,000 years, from the onm na or 
the middie ages right up to WWII and beyond, and as such is 
hghting units from Korean Koryo spearmen to German 
Bismarck-class battleships. Combat isn't as simple as linear 


mprovemaents ዘገ strength and range, 


comprised of 


though: 
each unit and civilisation has its own 858 


and learning how to use them properly wil 


prove as vital to long-term victory as worming 


your way up the Civilizatian-style tech-tree 
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Formal: Xbox 


Publisher. Microsoft 
Developer Microsoft Games Studio 


Better visuals, more mountains, Xbox Live stats 
support, and play areas designed by world- 


renowned snow park architect Chris Gunnarson. 
Expect more details after E3 in May 


mal PS2, Xbox 
basne Bam! Entertainment 
Developer: Frontier Software 





Not the most obvious game 16+ Edge's pages, 
but as it does come from the brain behind Elite 
we thought it worth checking out. Novel gadgets 
and great animation should ensure its success 
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Format: 2 
Publisher: SCEE 
Developer: Naughty Dog 


ል darker tone, larger environments and more 
polygons are promised for the sequel to Sony's 
flagship platformer. For more info read the 


Jason Rubin interview in ‘Edge presents: Equip’ 


mat GÛ, Xbox 
Publisher Kemo 
Developer: የጐከክርህ58ዊ 


There's no faulting Kemco's evocation of the 


comic book version of Batman; it's just a shame 


that the gameplay sections are riddied with 


problems = most notably a horrible input system 


ር/) 


Format: PC 
Publisher: Microsoft 
0 Big Huge Games 


At the risk of oversimplification, Microsoft's 
latest ATS seems to straddle ground previously 
trodden by Age of Empires and Civilization, 
probably with the company's customary polish 





On GC (top): as on PS2 but with extra crash 
junctions. On Xbox (above): increased polygon 
count, cubic environment mapping, extra decal 


skins, 5.1 surround, and stats-only Live support 


Format PlayStation? 
Publisher Takara 


Developer In-house 





These shots are suggestive of FMV rather than 
ingame footage, but they're enough to get Edge 
arguing about which Transformer is the best. The 
answer is, obviously, Brawn. He's the strongest 


pusher. Take 2 
Developer: IO Interactive 


0 07+“ 


Shots arrived just as Edge went to press, so 
details are still thin on the ground. And while the 
same cannot be said of military-themed FPSs 
these days, pedigree still counts for much 
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Inside... 
Climax 
| i Inspired by Kerouac's travels across the American  , 
ا‎ | | | Midwest, and Britney Spears’ adventures in 
\ = 


Ni 
‘Crossroads’, Edge joumeys across the UK to see three 
very different Climax studios. Summary? Road tnp! 
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story about Techadiogy, Biyalf'y and, ultimately 
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turns out the codeshop's hidden round a corner 
off a man Shopping street in the city centre, 


above and behind a bridal boutique, inside a 


consumed Dy Men Who Love Ores. The lift nas 


flock wallpaper, and shakes as Edge makes its 


way up to the fourth floor. The walls feature 
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three-day, three-studio tour which takes Edge 


around the country in search of Clirnax'’s soul 


Enthusiastic as ever Edge has arrived 1 


why Cimas PR, Dawn Beasley is stuck in a 
jam somewhere between nere and the Solent, 
and thats why Edge is sipping water in a 
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It's a stone building right now, but a quick tileset change later it can become something completely different. 
Although tha tiles are all orthogonal, buildings can be placed at any angle on the procedurally generated terrain 
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And then there are the places tha 
company s had to start from scratch. 

“Oh yeah, butchers, bakers, candlestick 
makers. | mean, there are loads of people 
impaling children on the ends of spikes, but 
not an awful lot of the stuff in between. it's 
all extremes," 

Which is an interesting point. While Games 
Workshop has provided Climax with a glorious 
setting and a rich amount of material, and that 
trust has been repayed with a fieshed-out 
definitive version of its universe, some things 
just won't transfer to the game without some 
world-quaking creativity on the Nottingnam 
studio's part. You see, Edge can't see the 
hardcore fans objecting to Climax introducing a 
butcher, but redressing the parallel universe's 
nherent sexism by bringing in — Gasp = female 
wizards seems like it Could Cause a litte 
constemation among the fans. 

“Well, indeed,” says Loscalzo, memones of 
feverish fancons writ large in his furrowed brow. 
"Suffice to say that anything that comes 
through will be under the approval of GW. We 
haven't got total free reign. Realistically, having 
a well-established IP can help and hinder the 
art side. You either find you re in a nice-sized 
box, or something that's very restricted. | think 
Warhammer has been both of those. You need 
to follow the path, but that path can get wider 
and narrower, because at some points 15 
much more clearly defined than others. | 
mantioned the animation side of things, but 
there's just no precedent for that in the 
Warnharnrner universe. It's never besn done." 

Another thing that's never been done, and 
here comes the Technology bit, Warhammer's 
landscape is so big that the landscape has to 
be procedurally generated. The hills and valleys 
are carvad with a set of proprietary tools 
produced by the company, and can be 
reduced to complex formulae, rather than 
polygonal coordinates. Buildings can be placed 
anywhere upon them, but again, they re not 
rigid models but built from flexible sequences 
of tiles, Climax Nottingham Lego-style way of 
producing lots of complex, disparate 


myriad flavours, so a church can be changed 
to a ruined church or a church in the forest just 
by switching the set. It's a beautiful, simple 


system, and part of planning for the future. 


Core technology 


‘Part of our aim, as part of Climax the 
company, was to produce core technotogy. 
What we have now is the core tech applied to 
Varhammer. If we wanted to, we could take al 
that tech and apply it to something ese. 
You've seen that example with it applied to a 
cityscape, skyscrapers, that sort of thing. If 
was to tell you that our entire animation 
system, our entire model system, really 
wouldn't care whether It was a VVarhammar 
mode, a 40« model, a Scooby Doo 





whatever, it doesn't matter. You could have 
Spider-Man popping up in the middle of a 
Skaven-infested tunnel system..." 

And what would the hardcore think of that? 

"They'd probably be confused 

Anory? 

"indeed. 

Upset? 

"Exactly." 

St, just think how many levels you'd 
go up for kiling Spidey. Edge is joking, of 
course, just going for extra geek credit, but 
Sansam interjects. 

"We're not a level-Dased game. We're a 
skills and career-based game.” 

Do explain. 

“Well. when you first create a character 
you'll have these basic skills. You'll be able to 
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Bright and beautiful and bullet-time; when players move to their 
inventory to change tactics or pause for thought, Sudeki's time slows 
down to a fraction of what it was. It's enough to give the player impetus 
to maka a quick decision, but allows tactical play too 


ነ 


NEHTITH 1 


Sudeki's aesthetic has come under fire from rabid 
otaku, but it's only when you see it moving you really 
understand what Climax is trying to achieve. Doubters 
would do well to wait for an opportunity to visit the 
curiously-hued landscape in person 
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run, hit things with sticks, Swim — basically, 
that's all you know. What you need to do 
then 5ا‎ join a career. By doing that you unlock 
skills, so if you go and join the ratcatchers 
guild they'll teach you how to move quietly in 
an urban environment, the locksmiths will 
teach you how to pick locks... and as you 
progress through those career systems vou | 
get various quests, various things to do. Then 
there's an ‘exit career', so if I've been a 
ratcatcher | can take the assassin route, do 
more down the animal handling route. Think 
tech trees in C&C with a roleplaying overlay. 
Hign-ievel careers will require a certain number 
of prerequisite careers.” 

And... 

“The way we do player-versus-player 
combat is also tied into that career system. S 
if, tor example, you re a witchhunter, and Kis a 
witch, we're flagged as PvP. So that means alt 
the witchhunters will be after the witches, and 
so on. There are some careers that aren't 
lagged as PvP. so if you join the Amethyst 
College of Magic, you can learn the lore of 
death within the college — it's a little bit dodgy, 
but generally it's okay. If you decide it's too 
siow, and go and become an out-and-out 
sorcerer, or necromancer, the road to power is 
alot faster, but you get flagged as PvP and 
hunted down by tha witehhunters, the paladins 
and so on. And that's where the career chat 
channels come into their own, because if you 
tell everyone, “On, there's a whole bunch of 
witches outside Mordor, then a whole bunch 
of your witchhunter colleagues are going to 
turn up, and a bit of PvP team action..." 

Sansam's eyes glaze over. Edge ta akes it 
a cue to leave and head back to the hotel. In 





the evening, Edge argues with him about the 
20 most significant titles in wdeogaming, and 


m 


he speaks with quiet, understated passion, like 
how Edge imagines you might speak if you 
weren't just reading quietly. Some food, some 
alcohol, some late-night bitehing; Edge returns 
to its hotel room, and, somewhere along the 
route loses its hat. But Edge won't notice this 
for a while, and so it's happy. To tomorow. 


Feeling for snow 
The road trip bit part one: Edge :5 in the car. 
The hat is lost, every lomy driver from here to 
there seems to slow up just in front, and every 
time we brake the pen slips and the questions 
Edge is scribbling on the pad just become 
legible ink spiders. A couple of hours later... 
"See, in Finland, we have [same number] 
types of snow," says the Finnish lead designer 
pointing out one of Sudeki's superficial strong 
points - the way the cold white 
the light on the floor — “so you know | really 
care about this." Edge can tell Tuomas 
Pirinen really does care about it. Hell, he cares 
about a lot of things. Just look at the conifers; 


stuf catches 


when the wind blows, their branches bounce 
gently up and down, not left and right which is 
"completely and utterly wrong." Apparently 
And tnen he shows Edge the core of the 
game, the party-based realtime fighting aspect 
which might be Final Fantasy designed by 
Eugene Jarvis. Edge won't take that any 
further though, since the build today Is the 
same build Edge wrote about last time, and it's 
still as colourful and dramatic, and there's 
nothing new to say. Still, à second visit 
provides a chance to ask Climax Solent MD 
Joseph Cavalla a few of those questions that 
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So it's important for Microsoft to have ከሃር 
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3 views are nothing compared to the 


ain of terrible sunshine reflections on beta 
builds of your pride and joy. Still, Edge wishes 
that it'd mislaid its nat here instead, so there'd 
be an excuse to return; it's not a bad location 
for a company that used to work 





Sudeki's emphasis is on party-based combat, 
so players may want to keep their magic users 
near the back providing covering fire. The 
light-based spot effects are spectacular 
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and the 
ongoing development of the company. We 


lave some Very talented individuals who work 





Lu pur dy - = جم سے‎ Pas اق‎ os 
FI ] 1 à aga it Se 
PU, Ta መ” 4" = ኻዬ. | | A ያ ars 5 LIÉ 
Te [٦ = zm. cr ብጋ -= yum rm mH Tê ûr arte m 
سے ھے۔ بت‎ Le LA MU" 4 - ፳፪ a" ፌቪ... k - La ሽ Las لئے‎ 
ne Tar اف شیک کور‎ T 
ዚዝ]! 6 0 E vtae 


Brighton rocks 
Edge along the soutn coast tc 


Climax Brighton, which 


LR Aston: ዴር መር 
ዛሃ የጋ] HARE 


a great Dellever‏ کا 


0۸ 


' | 
AM 





The bike models have been recreated for the sequel, and feature all-new 
photos of engine internals. Well, Edge is sure gearheads will appreciate it 
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“We knew there wouldn't be a problem 
relocating people down here. It's an 
easy sell - come and live by the sea" 





reinventing the wheel, because it's a studio "Oh, totally. Totally, totally, totally," affirms 
that focuses entirely on vehicle games. Beckwith. And then pauses, because he's not 


doom tsh; Edge congratulates itself convinced Edge yet. and adds, "Totally. 
heart y on the quip, and takes a brief tour Because publishers like to work with 
around the three-fioor studio. Top floor is spore sts, and | think we were the first to 


MotoGF2, where one designer has just been say we're a driving games specialist. As a 


told off for leaving a 50-foot model of a lead sales thing it's totally worked, so much so that E 
artist straddling a track in a build that’s just we ve got more racing games on the table a 
been demoed to a Edge. The games just than the studio can do." EM 
about to go to submission. This is probably not 50 sure, it's a good thing, but why racing 

the time for jokes. Except for the one at the games? And why here, in وا‎ በ7 ‘ 
start of this paragrapn. "Well, when we started here, racing games 





were like 25 per cent of the videogame market. 
The specialists So it was an obvius thing to do. And a lot of 
But anyway, below that are numerous other the guys here used to work at Probe. The 
projects that Edge can't quite talk about yet, MotoGP guys did Extreme G, the guys 
but are all being put together in phenomenally downstairs did Revolt, so it seemed like 8 
short periods of time thanks to Climax's racing goog = to go tor. | wanted to set up 
game toolset, Blimey. That's its name fora down here because there were no other 





suite of programs that allows the company to developers down here. Beautiful location, by 
ig A ሓብ 


reduce development times... "Massively," the sea. | was getting a bit fed up of London 
says Tony Beckwith, MD of Climax Brighton myself, and we knew there wouldn't be a 


Skins for players and bikes don't include cigarette logos, 
much to the chagrin of the developer. But if users want to X > | 
add them in the skinner, there's nothing Climax can do to ts king ot IKE 8 Droonet ary Res nderware. ፲ problem و تو‎ people Qo WT here. a a 
prevent that; expect to see a mixture of the ultra-realistic gives us certain advantages over using thats absolutely been the case, It's an easy 
and the uitra-obscene on a server near you 


Renderware, because if everyone uses sell - come and live by the sea. w 
Renderware, everyone's games are going to But doesn't working on so many similar 
end up looking the same.” games within the same studio drive — another 
That reduced dev time must make you pun, thanks — people crazy with competition? 
popular people with publishers. Joseph Cavalla has already told us it’s not 









j LI | 
) م۸۰۳۲"‎ ٗ) tea 
! ایا‎ i |. 

MI ፪1 i ' 
1 "TY NIT ۳ 
FAL i ۲ 
I1 81 1 T | 7 
NXERERÉETAM ፪ 


T 1317۹٤ 


۷ 020 
0 ለ 


ar: ARTE bei‏ ای 
H i‏ 
ir fer ር ER‏ اکا BP እወ ዜዴ‏ 


۵۸۵۱ 


HD 
uM 0 


E ከ. 282 _ የመጀየ፤ሠይ chm fee H MTM ۷۸۷۷ 





n 
non ፤ | , 


WD SE 
0۵ ከ 
l | 


u d ۱ 


n M 
NM 


nm 


Tiie 0 
DX EE 


0 AM ۴ if 00 Tun TH 





It's the obscenely anal level of detail that makes MotoGP's graphics so special, The team went out to each track, took 
thousands of photographs and made piles of measurements = even the height of tyre walls was recorded to the centimetre 


competitive across the studios; how about they were like "Oh, this Is quite good isnt it?’ 
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The road trip bit part two: on the short drive some of the code back to fold into the SDK 
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have said. Now, Edge has been dozing for tech means it's thinking long-term. building for 
much of tne journey. but this wakes it up. A the future. And part of that tech comes 
disagreeandie interviewee 8 8 good Inteniewes, Hivalry; not tna internal playighting and playtul 
and so it's with some disappointment that bichig, but a wider sense that this industry is 
Edge finds Beckwith affable and polite and setting seii against developer, and they 
nost uncontroversial need to ind themselves in the best position — 
you been surprised at MotoGP^s which means creating tech, and sharing it. It is 
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they got a communicator and a Tree version, can Ding it back, "ብ 
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7 Since last year's Edge awards the videogame industry has gone from 
E^ boom to gloom. Six nines and 29 eights hide an increasingly desperate 
number of licence-reliant software. Still, the winners are... 


ne large meeting room, a few copies of Edge, 
printouts of all the games and their respective 
scores, and four members of the editorial team. 
The task should have been an easy one, but the fact that this 
year's awards took a whole aftemoon (and a portion of the 
next day) to decide upon reflects how uneven a year its been 
and came about as close to an Edge ten as is possible — but 
in general the breadth and depth of quality has not been as 
Strong as in previous years. 

No tens and only six nines is unprecedented low, even 
for Edge. But statistics don't say it all — we're all aware thal 
200? was a tough year for a number of developers. Rage, 
Crawfish, Curly Monsters, Red Lemon, Hot Gen Studios al 
ای وع‎ while a number of publishers, such as Gam! 
Entertainment, interplay and Virgin Interactive have had to 
ahead, Innovation in gameplay has hardly been a top priority 
Need we forget, this was the year that saw the release of 
BMX XXX and Britney's Dance Beat. 

But enough of the gloom: the winners were also difficult to 
choose because there have been some genuine surprises too, 
Companies such as Nintendo, Capcom, Treasure and Tecmo 
have continued to generate new IP despite the industry's 
general movement towards conservatism. After a slow start 
the Xbox is now proving itself as the hardcore garner’s 
piatom of choice and the PS2 has reached maturity hosting 
technically impressive titles such as TimeSpitters?, Bumout 2 
and GTA: Vice City. While the fate of the GameCube seems 
less assured (see 910) Super Mario Sunshine, Animal 
Crossing, Metroid Prime and The Legend of Zekla: The Wind 
Waker (sadly appearing too late for these awards) shows that 
it's still the home for inventiveness and ingenuity, 

And finally, Edge had hoped that all the big talk about 
broadband console gaming would have resulted in some 
exceptional. Hopefully the next 12 months will change ail 
that. But, then, that is what we said last year... 
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Format: GameCube 
Publisher: Nintendo 
Developer: Retro Studios 
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exe ost effective integration of graphics, sound and game 


one 


mechanics, but above all, for delivering the most enjoyable gaming experience of the year 


M LI 
0 
کا‎ NM 


Yes, it has its faults. For example, there's an extremely rare 
occurence of play mechanic imbalance in the way one of tha upgrades, tha 
grapple hook, arives on tha scene too late Into tha adventure, There are the 
erash bugs which have, since the GameCube's arrival, so worrylnaly infected 
Nintenda's hitherto bulletproat software. Then there's the scanner: 
encouraging players to scan enemies and items is an elegant way of 
ensuring they explore their enviranment to the fullest but by making it s 
recuinernent imi order 


to complete the game, a significant weakness is 


Si 
exposed. For instance, fall to scan one of the bosses (easily done in the heat 
of battle, we assure you, and bound to happen earty on while the whole 


scanning process isn't second nature). and because you won't mest again, 


EDI aS 
i a co | 





you'd better ignore your completist tendencies. It's an unnecessarily punitive 
cement, but one that obviously encourages replaying through the game 
And there can be few who won't relish such an opportunity, For despite 
the (ultimately forgiveable) faults listed above, Metroid Prime offers an 
astonishing gaming expenence. Indeed, the finest Edge has encountered 
this year, It's the fittest update tor Nintendo's much-chenshed Metroid 
franchise its fans could have hoped for, Including every aspect from the 
own, And although 
fore, it's worth pointing out again: this is one of te finest 


prequels while also adding some masterful twists of its 
it's been said be 
2D-to-3D transitions yet seen. ል simply staggering display of design and 
coding savoir rare. And a tite that no gamer can afford to miss. 






Neverwinter Nights 


ሺ could just be Edge unhealthy prectlection for "Dungeons & 


Dragons and the way in wich the Thed Editon’ rules have provided a sound 
mega ba venter Miis. Or perhaps the ege plot running 
throughout the game. Maybe It رکا‎ in fact, the hub structure that enhances the 
epic scope of Ihe narrative. Or it could be the way In which Ej Ware nas 


praec an interface that allows absolute ease of use Ina vanety or 01105871 
ways. Maybe It's the multiplayer implementation of the basic campaign. Indeed 
L might even ba the ability for a group of players to elect a DM who can adapt 


The muttipiaver campaign on the fly, Heck, it could even be the fact mat the 


game provides an inexhaustible amount of adventunng hours harks to the 
versatility of the Aurora toolset and the ease with which it can be used 

But perhaps its smply that it’s a fools errand to attempt to aight upon a 
Zoe tacet of the game thats responsible for te undenmpe overall excellence 


at Neverwinter Nights. In any case, whatever the answer, Is the game thal 


iB 381م‎ 12 months of reviews, nas proved second only to Metroid Prima 


in Edges estimation, Which is a pretty significant achievement 


Format: PC 
Publisher: Atari 
Developer: BioWare 





Super Mario Sunshine 


The long-awaited next-generation instaiment ot Super Mario 
seems to have aided opinion. On the one hand there are those who appear to 
have decided that the game's miénonty next to oniy the best plationming gare 
aver is som sort of criminal aet for which thare can be በር redemption. On the 
Dinar hand, (here are (nose who would forgive Nintendo anything, even thi 
mdaniable presence of a handtul of bugs and some exceedingly punishing 
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son o! design detail that escapes seemingly avery developer apart from ٤ 
Kyoto giant. Even the much-maigned camera system allows levels to be 
designed with dizzying vertical scope, gach one offenng a multitude of different 
ways to capture almost avery shine. and above all providing an almost 
unmatched incidence of moments that are genuinely joyful. But we are willing to 


roncece mat tere are moments that ang ዘ58 1:3 8 818 8:1 ۔معحلہ 17و ہل‎ while 
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Format: GameCube 
Publisher: Nintendo 
Developer: In-house 


LIM AICTE 
Animal are (GameCube) = 
Dead or Alive Xtreme Beach Volleyball (Xbox) 
Grand Theft Auto: Vice City (PlayStation2) 
Medieval Total War (PC) 


TimeSplitters2 (PS2, Xbox, GC) 
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\ 4 its release schedule, Edge's Publisher of the Year has 


demonstrated an unmatched commitment to providing gamers with the widest catalogue of interesting and enjoyable videogames 


Nintendo 
The raw statistics say it all: in a patchy year 


for most, Nintendo stii managed to produce six games 
scoring an Edge aight out of ten or higher. No other 
company came close 

After messing out on an award last year its been a 
resurgent period for the Kyoto company. Metroid Pima. 
Super Mano Sunshine and Animal Crossing proved that 
games can still offer Inspirational morarnts and gameplay 
to eat away tne hours. And while many still bemoan 
Nintendo decson to reproduce Is magnificent back 


catalogue on GBA, with tities such as The Legend of Zelda: 


A Link to the Past and Super Mano Anrango 3: Yoshis s 


island, Edge welcomes back such fond favountes, 
especially when they contain various extra featuras and 
link-up options 

But it's Nintendo's insistence on innovation over me-too 
soltware that constantly impresses. Anima! Crossing, in 
particular, displayed an overwhelming level of nguenuity 
(see Gameplay innovation) that held NTSC gamers 
enraptured, The GBA link-up cable nas also enabled 
developers to expiot new gameplay avenues. The 
compary's poor commercial and marketing strategy in 
Europe stil axasperates, but n tems of raw output 
Nintendo has had no peer over the Bat 12 montris 








Electronic Arts 


It's all too easy to taxe pot Shots at the company msponsiote TOF 
annual instalments of the likes of FIFA, Madden and Harry Potter, But it's 
worth remembering that this is also the company that brought tha world 
The Sims and Black & White — hardly the most generic of games. Indeed the 


company wouldn't be able to produce its annual updates had it not created 


the tanchises in the frst place; that ሺ does so is a testament to the diversity of 
the company's output. and its canny reinvestment n new properties. Which 
has continued over the past 12 months: Medal of Honor Frontline, Freekstyle, 
Need for Speed: Hot Pursuit 2, Dead to Rights, SimCity 4 and Command 6 
Conquer: Generals. There have even been moments of creative bance! 


now easy it would have been to rely on the "Lord of tha Rings’ licence to sali 


a pece of shovelware 









Ubi Soft 


Ubi Soft used to be thet quent French developer, you know, the 
one responsible tor Rayman. But over tne last year t's been doing a lot of 
Growing up. Although some may blanch at Its fogging of the Tom Clancy 
Grand, there's no question that The ጽር has been attached to some sterling 
gflorts. From Splinter Caf's visual excellence and novel gadgetry through to 
Ihe tense strateqical ops of Rainbow Six Raver Shield, Ubi Soft has delivered 
every time, Ghost Hecori aso emerged as the best Xbox Live launch game 
despite its clumsy frantend. The comparry's decision to publish Capcom's 
Breath ot Fire |! on GBA was also weicome and provided gamers with the 


tormat's best! RPG, pre The Legend of Zeida: A Link fo the Past. 


Finalists 


Konami 


Microsoft 


three 
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Tecmo 
Not everybody IS ging to ether ‘get’ Dead or 


Alive Atreme Beach Volleybal or forgive the game its 
empnasis on female fesh, But surely the fundamentally 
Mieresting design principles that inform it are ۷ 
apparent. Eschewing both the goa-onented and 
thwnerviolent design sensibilities that characterise the broad 
mass of videogames and the commercial imperatives that 
drive them, Tecrmo's decision to create a game that's all 
about frienciship and relaxation was an acrrirable one 
What's more, it was vindicated by the skill with which the 
Game was executed. 

But it's not just Beach Volleyball that attests to 15ርጠጋ%5 





Lin the e ye ai award is a testament to both technical artistry 


and wilful creativity, rewarding those responsible for providing the broadest number of videogaming highs 


willingness to disregard design traditions in the interest of 
constructing naw visions of videoaaming. Fatal Frame is 
another highhy enjcyabre Tine that disregards the violent tone 
af traditional survival horror, opting instead for panicky 
chases and a more psychologically chilling sense of unease 

And while this tendency towards (successful) creative 
expenmentation would be commendable anough in its own 
nant, Tecmo also managed to find time to produce the more 
conventional, though no less enjoyable, Rygar: Here's 
hoping that the company can sustain such an intelligent and 
entertaining output over the next 12 months. And here's 
looking forward to Mira Ganen, 


Tecmo \ 






Treasure 


Even in spite آ0‎ that review score back in E1, Edge is constantly 
accused of displaying a pronounced degrees of fanboytsm when It comes to 
Treasure, And ngnittully so. After 81, though the company's flights of fancy dont 
always turn inta the mast enjoyable videogames, the company is almost alone 


among developers in pursuing intriguing. innovative, and above all, 


KPosyncratic design notions with such a blatant disregard for commercial logic. 
Tres year is no exception with both Haime No Jape: The Fighting and karuga 


demonstrating the company's hallmark sense of style and play. 


makes Edge treasure Treasure even more. 


Which just 
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TREASURE 






Retro Studios 


Regardless of the extent of Nintendo's involvement in Metroid 
ہ۳۷‎ 2 development, Hetro's staff clearly has a comprehensive, fundamental 
understanding of the Metroid seres. To be able to update the senes in such a 
masterful manner — essentially delivering one of the most seamiess 20-1-07 
transitions In videogaming history — necessitates levels of game design ingenuity 
the majority of developers can only dream of achieving. Crucially, it requires the 
kind of coding expertise that cannot be Injected into a team that doesn't 
possess the ability in tha first place. Sure, guidance from NCL was taken, but 
ultimately tha majonty of the work (and by definition significant development 
decisions) remained tha responsibility of the Austin-based team. And no other 
output this year is irrelevant, In Prime. the team has produced a phenomenal 


piece of elactranic entertainment. 





"Inallsts 


Climax Motorsports 

Koei 

Nintendo Corporation Ltd 
Rockstar North 


RETRO.ST 
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(Gaamenlay. Innoxaltion.of Ihe. Yea io boundaries or ising amey 


structures, through experimentation with interface design and the innovative use of input hardware, and by tinkering with established mechanics 


Animal Crossing 


It's not really about the way that players can 
past items to each other with the simple code system, 
causing the Internet equivalent of multi-coloured swap 
shops to spring up on forums across the Web. Mor is It 
entirety to do with tha cicthing collection, or the way the 
game lets you design your own outfits in the sewing shop, 
producing a piel art show-off competition In Out There. 
And it has litte to do with tne integration of the card reader, 
which brought a physical element of catch- erm-all into an 
antiraly virtual wortd. 

The raason Anima! Crossing is Edges Gameplay 
Innovation of the Year is a combination of all these things = 


and the smar way It uses the system clock, and the intra- 
town postal system, and tne clever random elements = and 
the way the game ties them all together with snaii-pacing, 

it is a new, fantastically relaxing way of gaming; there is only 
so much to do in EdgeTown every day, be it beachcombing, 
visiting the island, or running petty errands: but you 
absolutely cannot wait for tommorow, Niche? Edge cant 
think oba more east accessible game, and that it is yet to 
appear in Europe is thoroughly disappointing. 





Format: GameCube 
Publisher: Mintendo 
Developer: In-house 








Neverwinter Nights 


It's increasingly commonplace tr rc developers to 
throw in their development tools when their latest opus ships to stores, in a 
bid to stave off commercial madiocnty by courting the mod community. 
Certainly BioWara's not tha first developer to have such an idea, and the 
Aurora toolset is not the first such word builder. It 15, however, unprecedented 
in its ease of use and in its versatility BioWare has even gone so far as to 
create a toolset that evan Edge can get to grips with; ane that's capable of 
fashioning the most basic (particularly in Edge's case) dungeon crawi or the 
most multi-faceted persistent world. And by facilitating DM intervention on the 
fly (to compensate for a lack of programming 5815, perhaps), Neverwinter 


Nights really does offer an infinite gaming variety. 


The Lord of the Rings: The Two Towers 


Film footage IN videogames is no longer a new phenomenon, 
yet gamers have become accustomed to poory implemented caps shoe- 
horned inta games as end-of-level intervals. EA's magnificent use of the 

‘Lord of the Rings’ licence changed all that, Using footage from the first twa 
firmis in the trilogy the titie elegantly segues front DVD imagery to in-game 
scenes with unprecedented artistry. The technique effectively elevates a 
decent game into something bordenng on the spalltinding. From Weathertop 
to Helms Deep the game has captured Peter Jackson's re-imagining of 
Tolkien's Middle-Earth with great expertise. A host of uniockable DVD extras 
round off a package that comprehensively shows other developers how 


to get the most out of a film licence. 


Einalisis...... 


Eternal Darkness (GameCube) 
The Mark of Kri (PlayStation) 
Zettai Zetsumei Toshi (PlayStation2) 
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Format: PC 
Publisher: Atari 
Developer: BioWare 


Format: 72 
Publisher: EA 
Developer: In-house 








Granhic 


O.TO.GI 


It's getti ng to the stage where videogames are 
approaching panty when It comes to the technical challenge 
of pushing polygons onscreen and dressing them up in 
pretty visual effects. Ironically, though, this makes it even 
easier for games to stand out from their peers by adopting 
an interesting or experimental visual aesthetic. Games 11:5 
C). TOLGI, for exampie. In a year that's seen a lot of 
developers jumping on tne cel-shading bandwagon with 
varying degrees of success, From Software's distinctive 
graphical styling may be too subtle for some to appreciate. 
But instead of choosing the easy option, ር TO. GI 
confidently sets about re-imagining a classic penod in 


Achievement.of.the Year 


aesthetic that stands on its own merits, regardless of new gaming hardware 


Japan's mythical history, and does so Deautitully. 
It does so by utilising inspiring and original character 


designs; by featuring a breathtaking variety of environments; 


by creating idiosyncralic spaces; and by including some 
pulse-quicxening set-pieces. Above all, though, 95۹ 
singular sense of visual style fits seamlessly with the game s 
impressive soundtrack and architectural majasty; lightning 
crackles as monumental sky dragons bristle overhead; 
cherry blossom petals flutter to the ground with metallic 
chimes; disembodied voices lead Raiko through the gleam; 
aliff faces crumble beneath his sword with an earthy Doom. 
Simply put, ርሷ TO.G/ is a towering graphical achievement 


Publisher: From Software 


Format: Xbox 


Developer: In-house 








Ikaruga 


ሺ 'S a sad reality that too many players (including those who should 
really know better) consider 2D gaming to be inferior to the three-dimensional 
variety. An absurd outlook, certainly, and thankfully softeos such as Treasure 
are still around to show the world what can be achieved within two axes of 
movement. Still, Gameplay issues aside it's 8 joy to see kauga also shaming 
far more ambitious projects from far wealthier outfits in the visual stakes, and 


lagani setting the visual limits of the vertical shoot em up. 


And how. Each wave of enemies offers a lesson m inventive character and 
structural design, thelr splendour only fully appreciated Dy spectators -- players 
are likely to De far too preoccupied with negotiating their ship through the 
sublime sea of pyrotechnics and laser fire, "A graphical tour de force," goes the 
old (and dreadful videogame reviewer cliché. Yet it's rarely seemed as apt 


Panzer Dragoon Orta 


Sure, it's probably sasien, technicaty, to produce dizzying 
depictions of alien words if the action is proscribed by keeping the player on 
rads, But over the past 12 months there are few games that have matched the 
dazzling imagination that has self-evidently gone into Panzer Dragoon Orta. 
Over tha game's short span, Smilebit has managed to include stunning vistas, 
cy wastes and abstract spaces, each populated by rampaging herds of strange 
beasts, languidly airborne behemoths, or agitated allen craft. it's almost as if 
Microsoft had commissioned an advert for the technical capabilities of the Xbox. 


A particularly efective one at that. 


Einalists 


Gio Gio's Bizarre Adventure (PlayStation2) 
Metroid Prime (GameCube) 
Super Mario Sunshine (GameCube) 


Format: Dreamcast, GameCube 
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Publisher: ESP 
Developer: Treasure 


Format: Xbox 
Publisher: Sega 
Developer: Smilebit 





==! 
cn 
i 
V 





01 ' a’ 
ያ A 4 ጐ f 
d ቅዘ z "፪4 i " 


“ 


Metroid Prime 
Like Super Metroid before 1, Prrne reveals 


its aural credentials even betore tha game begins. The title 
&creen sequence, lika all of Armes original melodic output. 
avets videogame music Cliche with eonsummoale 8 
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In-game, it's mora than tne masterul effects placement 
of the Pro Logie | mix, So much more. The way every sonic 
element has Deen created as expertly and with ፎዴ much 
care BS every other Of the games sudimo aspects rarely 
Danses to dekght. From the srmplest menu screen six to The 


variety in weapon sound, tne nchness of ambient noise to 





0.TO.GI 


As with all games that stand out 


tne pete) ۱۱9 መጺ ጊኒ. 5 በጠ! to the 0= that hoot the dM Gal 
and effects, and the most effective integration of these with the core game mechanics 


zana Bc 3 B 


'ኤ 
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the credibility of enemies" vocal exclamations. and 
equipment upgrade jingles to reworked and updated 
classic ۷۸۷۷۳۷٢ Scores, Arinos audio componant works 
eortiessly in conjunction with the games sesthetic 

ments and supertative pay Mechanic to enveiop the prayer 
within Ihe game aien environment in the most consistent 


and convincing manner Edge has expenenced in tme 
past 12 months 


it's not just 


he melodic excellence of the soundtrack ar the techrecal mèri wih which 


sound effects and musical audio have been Impiemanted ዘገ ርጋ TO. GI that 


n 8. ہس‎ 


Impresases — though thease are certainly worth mentiorsng no. in 


achievement of O. TOGI when it comes t 
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Sonic COMPONENT meds pertecty WIN every oiner aspect or t 


Duna S Ine wey in 


ral 


ነይ game 


reinforcing a sense of atmosphere, creating a perception of place and landing a 


dramatic pacing to the action. And above all evoking 5 uniquely satistying 


conception of mythic Japan. 


GTA: Vice City 


Any game capable ጋ resurrecting the CD sales of artists such 
as Kate Bush, Jan Hammer and Kim Wilde is af right by Edge. in truth it's 


hardly an ingenious trick cramming licensed music on to a CD, but Rockstar 


iUd at least De commended Tor delivenng the DESI videogi 


me Sc mace 


| all bme. From the han anergy synir Cats nt Gone کا‎ “Alor” to ihe 


languarous melody underpinning Cutting Crew's "(I Just) Died 


Tonight GTA: Wee City's recreation: ol a work na Word 6718105 TO 


n your Arms 


tna brillent 


implemantation of a number of radio stations. Driving through a darkened, 


rain-drenched city to 'Crockett's Theme’ 5 as moody a videogame experiance 


B4 
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Colin McRae Rally 3 (Xbox) 
Medal of Honor Frontline (PS2, Xbox) 
Eternal Darkness (GameCube) 
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Format: GameCube 
Publisher: Nintendo 
Developer: Retro Studios 


Format: Xbox 


Publisher: From Software 


Developer: In-house 


Format: 2 
Publisher: Rockstar 


Developer: Rockstar North 








Technical AcbigyemenLot te. Eain 





hardware, some developers are capable of delivering the most technically sophisticated instances of the medium 


MotoGP 


It's a damn good racing gama, of course. But 8 hell 
pl a iot of people have only just found that out, thanks to 
Microsatts decision to use a demo of the game as ine 
incentive IO Duy he Xbox Live state pack. And what a 


tn 


18, af that's notnog next to the suf that goes on 
behind the frontend. MotoGP's Net code 55 hugely 
impressive for a launch litle. slowing up io 16 players tc 
race each other, often absolutely free of lag. That 


smart decision that was; the Brighton-Dased wing of Cima somewhat depends on tne servers capabisity, of course, 
nas created a user interlace tor Xbox Live tat males tne bul if theres a solid mdication of just now good the 
broadband experience almost compilati painiass. allowing programming really is, i's in Microsom's own appreciation 
users To specify skill settings for random Internat opponents It's folded me MotoGP Live code back into the SDK 


meaning that Climax's efforts will influence all future XDox 
Live tithes, a fitting tnbute to its achievement 


ur to set up a closed game with à group of fnends wn 
absoute case. Gamas such as Ghost Ascon show how 
hard it is tà get this right, and tha importance ot the Ul in 
creating a great game should not be underestmated 


Street Fighter Alpha 3 


If the handheld version af S59 # was a good reason not to 
mourn the death of Crawtish, then its recrestion of Alpha 3 provided more 
than enough reasons to keep your head bowed and wear black for ine rest o 
2003. It is beyond what any Stree Fighter tan could have expected - fast, 
furious, and ful of every deman! that made the original arcade version such a 
inurmpn. in tact, it is as good a representation of the game 85 you Could hope 
to achieve on any home system, often exceeding me excellent PlayStation 
version, and only losing mata thanks to the cumbersome nature of the Game 


Burnout 2 


Anyone questioning Burnout 2'S nciusion here 
should perhaps take another look at the game's prequel, Agreed, with its 
Hender Ware background, Criterion is better placed than most when it comes 
کا‎ exploiting the PS2's architecture but that doesn'! detract from the 
remarkabie techrucai advancement evident in this sequel. Take a good look: 
፻ finish of the car modeis, the abundance of vehicles onscreen at once, the 
exuberance of background deti, the superato lighting effects, t^e rncnness 
of the textures, the consistency (and high) fremerate, even the inclusion of an 
anamorphic widescreen mode and Pro Logic U support... it's an impressively 
comprehensve package. Technicaly, very lite eise has come close to It on 
Sony's machina thes past year. 





owers (PlayStation2) 
Super Monkey Ball Jr (Game Boy Advance) 
TimeSplitters2 (PlayStation2) 


Format: Xbox 
Publisher: THQ 
Developer: Climax (Brighton) 


Format: GBA 
Publisher: Capcom 
Developer: Crawfish 


Format: PlayStation2 1. 2 SIR PARANIN 
Publisher: Acclaim 0۷۷٣ 00۷۴ 
Developer: Criterion Games 








nen S > m. 0 i 8 ? A 7a a 5 E የ ۷ b ረ 8 ምክ 8 
il JE: id, I um | 
or providing the most AU etic Fateh d or seh! 218191 plato with Which t6 A 6٣ g ens 


enhance the possibilities of the videogame medium, competition for this year's Hardware Innovation award has been intense 


Steel Battalion controller 


Edge is still a ities 
sits in 15 office, taking up more space than the games PC 
capcom surely never expected to make a profit from the 
thing? Probably not. But the device wins Capcom much 


kudas and cements its name as the hardcore gamers 


company of choice. At a time when most other publisners 


were reining in ambitions and producing stultityingly 
derivative product, Capcom made Steel Battalion. ል big 


faggered by the controller that 


and brittie. The pedals are responsive and the buttons 
and swrtches deliver Fisher Price thrills for adults. While 
it's true that the game itself suffered from some lamentable 
asign problems, namely poor Al and an over-reliance 
on prescripted events, the controller slevated the 
experience considerably. The start-up sequence alongs. 
complete win fiashing lights and humming noises, 7 
unmissable videogaming momant. Hopefully Capcom will 


robot game that costs £130 and comes bundled with a 
ier 40] button controllers and pedals. 
The idea was to recreate the ultimate mech simulator 
in the home, and Capcom delivered, The buli quality is 


produce a sequel to take better advantage of the controller 
this coming year. 


goad, with the exception of the gear lever whien feels hollow 








GP32 


An Open-SOULJCG handheld with powerful system specs and a 


burgeoning, industrious userbase, the GP32 may never be a serious rival to 





the Game Boy Advance, but it's fast becoming the choice for the pocket 
hardcore. Commercially developed English-language games are faw and 
far between, but there are plenty of homebrew efforts to download, along 
with MPS and movie players, But it's the emulation scene which really 
mpresses, offering support for farnong others) PC Engine, Spectrum, 
CGA, NES and Game Boy games. The work-in-prograss Super Famicom 
emulator currentiy only runs at a handful of frames per second, but if the 
developer can optimise it to something approaching SPAN tne 7 
may become absolutely unmissable 
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GBA SP three 


You can ar QUE this should nave been the original version of the 
GBA for as lang as it takes to complete Advance Wars, but it's unikely to 
change history. Equally, you can wait for Nintendo to release a scrateh-proof 
metallic version with a headphone jack included, Or you can 0 the handheld 
gaming community now: the SP is here and it mostly) does what it needs to, 
Assuming you're nat the patent type, what you have here then 5 8 GBA 
you can play in the dark (if you don't mind the blue tint effect of the front light), 
that fits comfortably in bigger pockets, doesn't require another pocket for the 
transportation of spere AA battenes (though, arguably, finding a socket when 
an the move could prove inconvenient), and whose attractive design will 
hopefully encourage a new demographic to part with £90. It’s not perfact 
(the verdict is still out on those shoulder buttons! but it is the GBA of choice 


Nintendo e-Reader ^^ 
Game Boy Advance/GameCube link-up cable 


Sometimes there are awards that just don't fit into neat categories. Here, then, 


are some of the other highlights, and lowlights, of an eventful 12 months in videogaming 


Best use of a licence 


The Lord of the Rings: The Two Towers (PlayStation2, EA) 


Two Lord of the Rings games were released ft v. One was sing mess containing nsible voice acting and pathetic animation, the other was 
—-——-— FA TH = መ ምመጥግ “ረሙ bos r ፣ መ= ሎሣ - mam "= rcu ም ሚሙ መ خر سر‎ መኔ 17 4 
۲ DA 1B =ፎ.0711አሯ= a I Spe] 2 [1 لکن‎ ፤ A EM Ty ms rra ፻ corn raji the ree ef d ھا ھاے‎ yu 815. 


OV poagna a robust hack n SIRS adventures pired againet me nackdrop o! beam realised xxales, Accaim goes to the publisher Tor 


Iie ang so much eorr on what coU so easily nave Deen a tedious journey Conn a Beagend 


Posthumous developer 


Rage 


The signs were ominous when Rage reputedly spent around £1m on putting David Beckham's name to a glut of tias. The games performad poorly, Than 
n an audacious [soma might say wrondg-neacded) move me company put all is egas in one recuperative drink with me Alpcky licence (see below), Again tha 
game faltered in the charts, Aage's demise was a real shame because its output was beginning to shine The 99 per cant-complete Lamborghini was 8 


musing effort and Andy kiehik fawn S45 daolayed an Gary exuDerance. Hopetully both titles will emerge in some fashion in the near futur 


Surprise of the Year 


Hocky (Xbox, PS2, GameCube, Rage) 
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ere hasn't Dex 9 game &... well, there's never been a 3D boxing game ths g As spon 55 Rocky’ theme tune fires ur 
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Biggest Disappointment of the Year 


Blinx: The Time Sweeper (Xbox, Sega) 


i was meant to stretch tho boundaries of መመመ bend videogame conventions and warp your sensihilites. Still, (ha sound 5881 accompanying 


Ihe rewimnd 18010۷ was cool No. nang on, that wes annoying too. ል demo at ኡጋ 2002 promised much but Sink ended up as an imtating mess of a game. 


There were some novel ideas, but poor execution ultimately unčermineci Iis adventure staring Sega's unlikely naw mascot, 


Gaming Industry Event of the Year 


Edge/'Game On’ party 


ii Videos iso a fantastic opporunit yet m ch magit tnoks, d ihe tat dustry bigwigs and play amos ! 

ዘር ጀር form. T! NET j = hey all nad too Geary defined a purpose. Sormatimes st rice tc et anout tha future 
of elect enie taruna] 

Galleon (Xbox, GameCube) 

There can rea E ፎ Candidate 52] rate adventure. Ol ry, were not supposed to call it That. Or Tomb Hagar with sh ሚገ tnc 
demo without a game is probably taboo too. No really, we're still excited about thes, Toby, bul please can we 0፡1 a game betore the fortncor 


desrabilisation of the Middle East causes Word War ||, Some time in the next 12 months would be nice 
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E dge must wam you now. Just as a multitude of fanatics 
wil have bemoaned the exclusion of NIGHTS from the 
Saturn collector's feature, any article icoking at the collectors 


"(scene revolving around the SNES will not feature Super Maro 
World. Nor, necessarily, Zelda; A Link to the Past. While these 
ane tities that any self respecting games library should have in 
(bride of place, they are of litte significance to the collector's 
scene as they lazily fatten many a UK retadiers" ‘rare’ rato 
section and can be purchased for litte mara than loose 


charge. Although the collector's series is not simply about 
monetary value, it is inevitable that the most desirable titles 
fetch the highest prices 

Cotlectability (expressed in monetary value) measures the 
three-way combination af desicabilihy, rarity and quality of any 
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particular Game and it کا‎ many titles that score Mighty in ail 
three of these categones that are featured in this series. Tha 
SNES throws up 8 problem m that The majority of games that 
score highly in quality were never rare. The SNES is 
mainstream and as such, sorry tales of excellent titles slipping 
past the great unwashed ane few and far between, IF then 
was a great game to be played, Nintendo had the platform, 
power and prestige tv gel It to tha masses. So, wonically, the 
SNES, the epitome of mamstreeam success, remains niche 
and embryonic in tems of ifs collectors scene. 

As win all Nintendo's past exploits, the history of the 
Super Nintendo nas been well documented in print, ES one 
of the less interesting parts of Nivtando’s history because, 
ዘገ ይር ሽክ the company did almost everything right, or at 
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least competently. There were no glaring managerial ears 
that endangered the future of videogames and, predictably; 
Nintendo had fantastic games that ran beautifully on well- 
branded safe hardware. Super Nintendo was a breeding 
ground for new franchises; and perhaps more than any other 
System, played host to the most successful updates of the 
famous series ever 

Shigeru Miyamoto had mastered ከጨ 2D erat and the 2D 
power and aesthebe completeness of tha hardware 
precipitated games that, today, feel comfortabie and self- 
assured in contrast to the Se revotulion's snaky, faltenng 
earty offerings. In a sense Super Nintendo. especially in 
Japan, represented the mainstream culmination of the 2D 
way ር coding, ዘነ the next step of evolution, Games and the 
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Former Edge editcc Jason Brookes, speaking al the time in 
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Hiroshi Yamauchi (NCUS president) ever since he hag to 


reduce the original Farnicom to BON due to component cósts.. 


Division 2 team at some time in the ዘው 605 to begin work 
on the successor to the extraordinarily successful Famicor, 
One early prophetic concern of Yamauchi-san was that the 
System be backwards compatible, This was before ihe days 
@very five years. Nintendo's overbearing dominance and huge 
fnarkel share with Famicom filled Yamauochi-san with fear over 
‘a backlash should the new system not be able to play the 
previous games parents had invested in. 

` Uemura-san never managed to get the backwards 
compatibility to an affordable proposition, estimating at least 


9725 (£48) would be added to the basic manufacture cost of 


later. Uemura-san’s focus was on generating as many colours 
as possible. The well-documented 32,000 colour palette 
(many of these hues were barely disingushable on a 
standard television) of the Super Nintendo was frequenti set 
ageing the Mega Drives paltry 512, and provided much 
advertising odder, For a central processor the unit used the 
Motorola 65816 chin and had two customised graphics chips 
nicknamed pm t and ppu-2. 

itis hard for us to understand the Japanese anticpation 
for the system (Super Famicom n Japan) in 1230, After seven 
years of videogame market definition and dominance, the 
release of the Super Farnicom on November 21, 1990 literally 
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brought Japan to a standstill. Nintendo had left the officia 
announcement of (he launch date very late and so pre-orders 
ran out as everyone panicked. Some stores required 
customers cay the full Y32,D00 (£169) in advance to secure a 
system while others simply ran a lattery system. The Osaka- 
based Hankyu department store announced if vould accat 
reservations on November 3, but by November 8 had 
Nintendo shipped onty 300,000 consoles ዝገ what was 
called "Operation Midnight." This was a plan in which 100 
ten-ton oversized trucks each ርሻን 3,000 units were used 
to Quietly collect the stock from various secret warehouses 
from midnight on November 19 around Japan and make their 
deliveries in the early hows of the morning. The secrecy was 
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emploped to thwart a leaked plan that a Yakuza ning was to 


hijack two تن‎ 158 trucks and sel (፳፻ tne systems thariselyes. 
As a result all the 300,000 systems were at the retailers the 


day before the official lunc. 
It was clear that high drama was part of Nintendos 
ፎዚ ርክ plan pur much of what happened eid not come from 


lends of the mark estin xg men One store closed a 


[ fec 
na later 
over 1. 5m pre-orders for the 300,000 units. Four out of Tive 
customers wernt without a system including many whe had 
already pad m full. Danci Shelf m his Nintendo tome ‘Game 
one Toy store on the men street near anale 


30am as it There were clearly too few units to 
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aldei storeowner was both fngntenedg and embarrassed by 
ihe reage allocation and so, instead of opening, simply 
posted a sign saying the famiy had Taken a trip. Adults cated 
I Sick at work and, as a 5፡1 of the traffic problems, the 
government asked that in future new hardware systems were 
only launched on weekends. 


From Genesis to revelation 

WARE six months, 2m Super Famicom systems had Deen 
sold in Japan and over 4m were in homes within a year. The 
US launch was less ecstatic. Unlike the market የገ Japan; 
Sega's Tebit system had taker root and Super Nintendo's 
1, 1991. despite a $25m IE 16m) 

a far more Muted afalit ‘Fortune’ 


launch on September 
Marketing plan, ۸ 
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magažne reported that py the close of 1992 the Genesis 
(Mega Drives US tite] had sold a milion systems compared 
to the SNES's 700,000. 

In the US the Super Nintendo would slowly but surely 
catch up with the Mega Drive and then overtake it, Ir 1992 
002 gold 5,6 SNES systems. This was largely thanks 

Û companies such as Rare, who was looking to capitalise on 
Nintendo raw processing power as demonstrated in the 
Gm-seller Donkey Kang Country, then the second biggest 
selling game since Super Mario Bros. 3. Game Boy, with its 
large western instaliad user base inspired many more sales 
when the Super Game Boy add-on was released, Further 
Successtul factors included Capcom wiih በ5 (nibaly) Nintendo 


Street Fighter games, the introduction of the Super‏ مجرتم 
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EX chip in 1996 (as demonstrated in Siar Fax), a huge prios 
drop to $149 (295) and the Lindergrounc success Story thal 
was Squareson. 


Playing an important role. 
SNES collectors can conoelvably be 55/95 into two groups: 
those who collect RPGs and those whe don’t, In fact, the 
SNES scena today would be virtually insignificant ware | at 
£y Squaresott and its stablemaes. The 76bit era was the 
heyday of the 2D APG form and the ۲2۷۸۷۵۶۰ 775 
meant innovation and good scripting were me Keys ቪን 
success rather than lavisn FMV non-ieteractive set-pieces. 
The history of the Japanese RPG = interesting and 
significant, In 1876, Henk Rogers, a Duton US immigrant and 
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graduate, moved from à salé job win The US mitary in 
California to study Japanese in Yokohama. in between 
teaching bs ish and working for his father's aem business, 
Rogers had found time to code his own unique version of US 
campus favere ' Dungeons and Dragons’ on nis PC. He 
named his ttle Black Onyx as he intended to sell the game to 
the Japanese for a small fortune 

Rogers found an interested pt Jbisnec who then, at tne 
point of signing, tried to pay less nan previousty agreed icy 
the software. Rogers decided instead to market and set the 
game himself and so وف سا‎ out advertisements in tne 
Japanese wdeodames press and waited, with his wife acting 
as a secretary for the calls, With. only three calls in thee 
months, Rogers realised he needed to actively educare the 
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Japanese as to what an RPG entaled. Marching into one 

of the main offices of a leading videogames magazine, ha Set 
his game on the editors PC and explained tne concept 

tcr the staff, Rogers" contagious enthusiasm caught and as 

the writers got to anps with leveling up thelr onsoreer 

representations, he left satisfied hal his garne had received 

à fair armar. 

The magazine reviewed Back Onyx with a glowing 
appraisal and Rogers sold 100,000 capies ዘገ 1980. Bullet 
Proof software, the company Rogers set up. was the 

riginator Of the RPG revolution in Japan, By The Ume of the 
had, in typical 0 taken 
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Super amicom, thie J z 
the conoept from Rogers (itself a bastandised Totaen-esque 


concept), made it thelr own and mastered the creation 









process better than anyone else in the world. RPGs wer 
where the big money was in Japan and in many ways they 
were responsible Tor attracting a far wider Japanese 
oemoagraphic than Mario aver woud 

Squaresoft's Fra! Fantasy series had fast bean gathering 
Momentum since the ast instalment m 3987. Despite meagre 
sales of the first game (just over 12,000 copies according to 
"Weekly Farnitsu’) the second and third games nad sold 
increasinaly well and were attracting many of Enix's Dragon 
Quest fanatics..In 1990 the Dragon Quest sequels had netted 
several hundred milion collars a piece in Japan but had 
no market share in the US. In 1990, three years after initia 
release, Squaresoft launched the first Final Fantasy game 
for the NES in the States. The second and thit games for 
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the NES never secured release in the US and so rhe US Final 
Fantasy Il for Super Nintendo was actually a port ot Final 
Fantasy IV. in Japan. 

US Squaresoft executrves were unsure as to how 
consumers would react to these 'compica:ed' adventure 
games (ironic as they basically originated from the US) and so 
commissioned thelr own staff to come up with an RPG-lite 
Final Fantasy game: Mystic Quest. The game was a disaster 
in every way and it is testament to the strength of titles such 
as Final Fantasy Ill, Secret of Mana and Chrono Trigger that 
502725055 branding was not damaged imeparably. 

furope was not so lucky. These were the days before 
Final Fantasy VI (see 510 blew open the cultural 
exportmport that was the Japanese RPG to Europe 
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This un-asserted marketability coupled with the age-old 
problems of diverse languages in the European continent 
meant that all bar one of Squaresoft's finest 18bit outings 
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ware isit in the US (Sake Densetsu 2/Secret of Mana), ^s 8 
result, these titles easily fetch [ካር most out of the general 
relaasa je non-prototype/competition carts) in today’s UK 
Collectors market and have been responsible Tor attracting 
huge swathes of collectors to the scene 
saquaresoft's LS office apparently never leamed its lesson 

from Mystic Quest and reportedly decided to pull the part of 

Seken Densetsu 3, the sequel to Secret of Mana, despite a 
near complete transiation from the critically acclaimed 
Japanese orginal. instead if again comrmrissioned its teams 
ireportedty to get its codes on the map) with designing a US 


A camplefiftet of US Squergsont TANIE titles will set you back a fair amount 
Munt BONES with maps and instruction nel) for huge amounts both in the DK and US 
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| catalogue n all ite inaccessible glory, Many coliactors want the original versrone of Square's ھت‎ games 
vas tallet off slightly m ie lest few yours, thay can ፳116፳5) play the trarsioted ROMs with a clear conscience 






Y 


i‏ اناج ہم 
7 6ر 


siad there were people 








Muttinational heart 

fo prove that Nintendo isn't simply all About profits, in 1992 it 
joined with the Starlight Children's foundation to provide 
eniertainment for hospitalised children. In a program that is still 
running today, Nintendo commissioned the building of 
511010180 


be wheter arandî wanti lo children's meds. is a schere that 
has worked gxceptionaty well m ihe US (where the new 
GameCube units are instali | studies have showr 
thiat the demand for Fun Centers iu increasing rapidly. There ts 
no scheme like this in the UK as yet. More information can be 


found at www.starfiht om 
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< Iplevxkiv VCA and Super Nintendo units that could 








Translating the classics 

Collectors of SNES RPGs will be well aware of the burgeonmg 
fan translation scene. For many years now fins have been 
translating leftfield Japanese anime hits too financially risky for 
western publishers to bother with and it's a phenomenon that's 
stretched to SNES titles. With the advent of excellent SNES 


emulators combined with knowledgeable bilingual 16bit RPG 
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fans, subtitled Squaresoft and Eno gems are available to the 
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less linguistically educated. The most famous of the fi 
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1፡01-2 511 وس‎ 5 undoubtedly thia excellent Sea DLenmsatsu 3 

(ihe sequel to Secret of (ang) where the care and Skin 

demonstrated in communicating pt subliehes rivas Ted 

Woosiey's original Final Fantasy VI work. Mor 
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Dragon Quest games have all been completed opening up 


valuable avenues of videogaming history previously 
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"As people aet older they reminisce about Games, With old-style gamepla 
scarely produced today, the SEG is the ideal place for people to find Tt 
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0 for titles like the last official game released, Fre Emblem 6 


[September 1. 1999) The standard version is rare and sels lor 
around £60-70, but there was also a limited edition box set 
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Super Nintendo: Tech specs 


imipvor iw ባስ |፡ 5189 m Rs) 


| Procesanr «need: 1.79, 2.68 or 3. 58Mhz 


RAM memory, 1288 
Video RAM: BAK 
Resolution 512 

| Colours! 32,768 
; Colours onsereer 256 

| Max Sprites: 128 

Sprite size 8 Bio 6S x ba 
Sound chip: Sbit Sony SPL 
Sound charinals: 5 


፳ 8618 pixels 


700 


Controller response times 16m/s 
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The SNES collector's scene is more ከ8 የ4 than 00 While amount at retail in NEN 88686 5 jo 0 003 اوت‎ HOA SS re MAN NAARS EM 
stalwarts such as Final Fantasy 7 and Secret of Mana | is scarce (eg Seien Denstsu.3 retailed at V11,400 (069). It is الک ا ا‎ S NL 2 
command staje prices, most of the rare Japanese tities vary worth rioting that some chains (CEX included) are prohibited M EC 

massively in ending price fran auction صا‎ auction. Rare and from selling all imported Nintendo stock from GameCube night i NN 
excellent titles such as Actramer 2, Whirly and Metal Warriors back ta Famicom: As always the best deals are to be had on | ! 

can be bought for very (little if you pick the ight week. Towards the Internat buying directly from US or Japanese Sete 

the end of the Super Famicarn’s life titles were sold fora 0 The prices. quoted below are an melication only: 
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While tha Japanese version sold The US conversion of the Japanese Unboxed (his will be worth a fraction The dry sali-deprecating parody of This was the only time the two great 
aver a million copies, the LIS Final Fantasy IV was dumbed down = this price, but in mint eonditian Japanese RPGS in Earthbound 15 companies collaborated in coding. 


conversion کا‎ relatively rare, of gt and censorec and کا‎ very hard to find Square's best pre-3?bit epic is a lost on many young Americans And the rip-roaring story has lost 
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For once an expensive Dragonball A rare port of the PC Engina version All the titles in the Kikikalkai stable Miyamoto-san's directional change At last: a rare quality RPG title the 
game that plays well. Regarded. by thus game was panned by fans. It's are brilliant 2D fum and this is best in for the Mario senes provided a last Europeans got that the US didn't. 
many as ihe 5651 videogame still one of the most highly sought twoplayer mode. The Japanese slice of beautiful 2D coding before Finding a complete version of Enix's 
iteration trom the franchise. after Castievaria Games, however version is always collectable the work] went 54bit. game on abay will prove difficult 
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Japanese version: 90-120 Japanese version: £40-55 Japanese version £35-45 Japanese limited edition; €90-136 

Original release; 17/11/95 Original release: 22/12/95 Original eesse 14/16/84 Jnginal ease 01/09/96 
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Multidirectional scrolling action The third and final 2D Final Fight This cart was only available by The limited edition of the last officia One of Square's best stra 
shooter. Five upgradeable weapons game on SNES is perhaps the most saving up stickers on packages of SNES gama is popular for obvious this can even haid a can 

and a varied level system make ‘or controversial. Fans either love or hate Nissin Foods’ UFO Yakisoba. You reasons. It's a tribute to Gumpe: Fantasy T 
a sought after Utis that vals 1 but በ stili attracts high pnces. encounter Ghopstick W Mister Y 
Treasures finest, Fork and the Pis Men so compelling after his death story compelling 
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The first in the series is considered One of the few quality RPGs to make Tha English language option, quality A stunning Super Nintendo-onhy This RPG ‘dating farm "em up 

by many fo be the best. Playable in it to the UK in the SNES era this is packaging and poor homeiand sales update for lems horizontal started the roller rolling for many 
Japanese format and collectable the 16bit action RPG as it should be: make the Japanese version the most flagship and a beautifully tough who had never before considered 
thanks to Amano artwork quirky, slick and full of character. desirable. Rising in price since Prime and crafted experience growing carrots before 
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The late review? 
Edges |. ee The truth about videogame PR 


ometimes PA people don’t like us, sometimes a bad 
) review score means we're not flavour of the month, 
sometimes code never turns Up, sometimes games get 
lastin the past, sometimes exclusives secured with other 
magazines mean we have to delay a review a whole 
month, And sometimes we are just openly resented 
Attempting to speak your mind in the videogame 
industry (5. በር! all that easy any more; There have even 
been tines when Edge has had to buy à game straight 
fram retail in order to review it; Frustrating when you 
know other magazines in the same building have had 
code for weeks. And.no, we can't just borrow theirs 
because that would breach NDA agreements or Simply 
D», WU ሃለ threaten delicate relationships ever further: 
Tom 9 Ghost Recon) 0 The point of all this is that Edge is not out to Upset 
Check the ap, guyti" Th (e 00 the T7 ተሪፈ Whether you are a developer, a publisher, a PA 
ling ec ብሃ Wow?! 10 tae te Saray | rep ar a consumer the Edge rating system ramains 
| /gtriot’ because gamers have been let down too often by 
hyped reviews and the kind of mass delusion Brought 
about by big marketing spends. You can imagine tne 
kind of fallout Edge gets when games such as Rayman 3 
and indiana Jones and The Emperor's Tomb get 
universally glowing praise, then we give them much 
lower scores. Another casa of Edge's jaded attitude? 

[ Edge (s jadad, it's jaded with the amount a! 
software being produced that singularly falls to excite or 
antertam. Or worse, Contains broken cameras, badly 

Ico constructed levels or ፳ save-point structure that sees 
NL The easiest turma t6 M a cett nvowedaus, ፍዲ 70) you traversing the same digital landscape repeatedly, We 
SH ርሬፍ ፍነ of begue the mney oaidi-hearnted gamer are always conscious that these games cost £40, and as 
انل را‎ በዘር wor ይ OREO IOS SOMMA EFON such need to cause delight not provoke apoplectic fits. 
In truth, it's aiy a couple of companies that 7 
understand Edge, the majority taking low review Scores 
with à magnanimous shrug of the shoulders. In most 
cases Edge will aet game reviews to you before most 
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other UK magazines. The only exception to this is when 
heavy transiatian is required (in which case we'll wait for 
the US or PAL Version) or when review code mystenoushy 
doesn't arriva, Jdeally, publishers wauld be desperate to 
ተ RY / | get their latest games into our publication, but in reality / 
DoA Xtreme Bench Volleyball 7770 | Edge has to work: harder to retain good relations With 1 / 
Attar aueri Wild charme ا3۶0‎ 49 auns and | PAS than most. Whatever the case, expect a feature: | j 
limê cya g wher ned xy. Tear Mine? Edge 5 | ۱/۷۷/۸016 cloistered world of games PR ዘነ E124. / 
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The Legend of Zelda: |he VVina VVaker 


Format: GameCube  Pubisher Nintendo — Developer in-house Frece: 550 (ES2) ፤#::55=5ራ: Out now (US), May (UK) 


LAS. I LI 1.4 


Well, what would you use a giant leaf for? (top). 
Finally: you can smash crockery (above centre). 
The bow brings up a firstperson view (above) 
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Vina Varker will seem like an old friend vou 
haven't seen for a few years. it's all there: the 
whimsical storying, the range of equipment 
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one minute only to curse your apparently 


OOVIOUS ACK Of foresight the next. 


But the appearance of this acquaintance 


"Link himself is never less than perfectly 
realised, but the other characters do not appear 
to have been borne of a common template" 
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imaginable. For the first few minutes it seems 


a little strange. Then, when you begin to get 


your teeth into the things that really matter, if 


fades into absolute insignificance. 


r.i md. ጋ E Tim - | 
ic is ገርሽ 1 3 at na Wina 

= መ= ሙ= - - - —, - 

S5 presentational SDS i wnoty‏ ار تی 

zm Pus "T P P = መሽ ا‎ 

GUCCECSS t Xai, Some 

m ኑ- =‏ یر 
fspanty am 5 brain-boaalinaly large‏ 
amount oi visual components. LINK ۳۸۳۲۴۶‏ 


never less (nan perfectly realised as a wide 


eyed nero-in-the-making, but the other 
^hara 


aracters populating his unusual world do 


not seem to have been borne of à commor 


ہے 


template. Townsfolk, for instance, have muci 
n commaon win those of the Nos Games 
Ther Sandy | ty "eatures and 07 
expressions OMNO iem a primitive HEVOL 


that is significantly pronounced when you 
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and teeth, lending tham genuine panache 
In contrast, the characters you routinely 
meet in more pedestnan moments appear 


as simple cardboard cutouts 





The grappling hook is used both on land and in 
conjunction with your boat as a crane device 
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But at least there are no unsettling 
conflicts in the way the act 


on is presented: 


you'll see nothing like the QuicktimevH-style 


Tha |A ጆ dsl 1 سے کا گے‎ 
(Ne ሀ Viri ነ Aakers 5 world is a much more 


cohesive whole. And that ranges from t 


typical land-based sections to the sea-basec 


excursions whose existence delivers the 

game's significant Other Big Thing. 
Nautical undertakings are massively 

mportant: this Zega is as much about 


Iraversind distances as It is anth na 5158. 


rÍ- ^i 
Every 


thin nal 
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land masses, but getting to and from the 
game's many islands as you seek to galr 
clues and new power-ups can prove 
something of 8 chore. There's no doubt that 
sea-based activity has been imbued with 
nuch care and attention on Nintendo's part 


"hem ically rendered In 





nagnificent fashion, while gulls and fish lend 


enormous Sende ral atmospohere!, Dut, as 


entres on activities conducted on 
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YOU MaKe your way to what you know is 
going to De another massively entertaining 
dungeon section, you cannot help but resent 
simply pointing your boat in the right direction 
and letting the wind do Its work in taking you 
there. Of course, being a Nintendo game 


there 15 much to do on the open se 


CO 


ncluding batting giant squid, fishing for 
measure usmg your grappling Nook (and nep 
from special maps), firing bombs at hostile 
pirate enemies, and simply mapping your 


way around the massive gameworid 


While sea-based action feels convincingly 
organic, though, ሺ can somehow Teel 
artificial ات ھا‎ ሦ 01 you're charged with 
to-ing and Tro-in = between places ዘገ what 
appears to simply be an effort to png the 
game's duration There is a warp facility thé 
taKes you between 5 significa nt locations in an 
nstant, but even then there remains an awful 
ot of relatively dull seafanng activity. 


AR 


out that's the negativity pretty much out 


af the way. In just about every other respect, 


Ihe Wind Waker is another Nintendo classic. 


Previously in: E112; 86 
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Pirate outposts (above) are dotted all over the 
world. Visiting them is by no means necessary = 
but who can resist the temptation of treasure 
chests to plunder? Link uses a spin attack to 
shrug off some decidedly sticky enemies (left). 
This flower (far left) may look attractive in an 
exotic sort of way, but it is in fact a boss 





Post officer 


Edge will not apologise for being slightly 
sceptical about The Wind Waker's quality 
upon initial inspection = but then that's 
completely forgivable when the first 
minigame offered up Is a simplistic take 

on ‘Battleships’. Later diversions deliver 
more complex and rewarding diversions, 
however, including a full 3D interpretation of 
the ‘Battleships’ theme. Strangely. however, 
Edge was particularly drawn to the game's 
post-sorting challenge (above), which boils 
down to simple shape recognition at speed 
and swift reflexes in order to gamer reward. 
Try it - Edge vouches for its addictiveness. 
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Waking the wind 


Once you've collected the Wind Waker (a 
magical baton whose purpose mirrors that 
of the eponymous musical instrument from 
Ocarina of Time), you will use ሺ to command 
the direction of the gameworld's wind in 
accordance with a compass. Without the 
wind (or, indeed, a sail for your boat), Link 
isn't going anywhere. Later, the Wind Waker 
is used to bring about all manner of other 
magical goings-on, and it's fundamental to a 
dungeon that owes a great deal to Ico 
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The Wind Waker's world is filled with unusual islands and craggy features (top left). Clearly, uncovering their 





secrets is massively rewarding. The game's strong visuals are illustrated by simple swaying grass (above) 


The Zelda series has always shone in 





terms of level design, and The Wind Waker 
follows the grand tradition. Each dungeon 
has unique 8 i +s that make use of 
particular items 0 


and there are a number of hurdles whose 


logic initially appears to have come tram 
some alien form of thinking but which 
eventually makes you simply smile. 

This is no Ocarina in terms of difficulty 


though. Compared to that game, in fact, itis 


"Compared to Ocarina, it is positively generous: 
pots and swathes of grass contain power-ups 


that have you back up to full strength in no time" 


በ መ ምካ 
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equipment and weaponry, 


pots and swathes of 


pasitiveh y Censerous 


grass contain power-ups that'll have you 


back to full power in no time, and there ts 
nothing to touch the NEFS Water Tempie in 
terms of required concentration level. Each 
dungeon 15, In fact, more focused on 
individual components than those of Ocanna 
rather than thinking about rooms as part a 
Whole, you experience them more as self- 


contained challenges, wonderng how that 
moveable block might help your chances of 
making it to the platform at the end of the 
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this area ሸጠ shone: ርየ example. 


gda senes, then: in some respects, 





he Wind Waker a game for those new 


through it with litte fear of dying (even the 
65 - as visually bombastic as ۷ 


sent no enonnous challenge to 





| accustomed to identifying weak 





ots and exploiting them), and even the 
most apparently obscure obstacie presents a 
challenge that will have you stuck tor no 
more than ar hour. 
But there is so much more to The Wind 
Vaker than progressing through Gungeons 
he game is simply enormous, and it 
ontains more diversions and subquests than 
possibh y any other titia. And that's perhaps its 
biggest strength: It presents a word ۰۳ 
vau can be absorbed as little or as much as 
vou like. Find the camera and focus on 
workinc out Its nuances and rewards. Go 


treasure hunting out at sea and don t stop 
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The Wind Waker makes obvious tips of the hat to previous games in the series - the Deku Tree (above right) puts in a relatively early appearance. Snow? 
In a Zelda title (above)? It's one of many things that will be unfamiliar to fans. Facial animation detail ranges, but Link's expression usually telis a story (main) 
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Chaos Legion 


Format PlayStation? Publisher: Capcom Developer In-house Price: 6,800 (£36) Selease: Qut now (Japan), September (UK) Previousty in E117, E121 


R. emember Gauntlar? Remember how 
Midway fundamentally failed to translate 


the éxalted 2D experience into 3D? Well if it's 
VIGOROUS and unceasing demon-siaying tat 
you're after than Chaos Legion fits the bill. 
There's the emphasis on a hack 'n' slash 
game mechanic, creature hordes, monster 
generators and health-boost pick-ups, But 
Chaos Legion has been robbed of that 
essential multiplayer element ancd is a 
shallower experience as a result, 

structurally the game is as simple as they 


ga, ha "m Emo P መጫ ካ " — i 
come: there are no switches to pull, keys to 


locate or alternate paths. As one gate opens 
መ ا‎ t. ሎቴ አግ መ جم‎ rs “ን 
another closes, as 30 monstrosities are 


massacred, another 30 appear. el [ርፓ 
shooting with Alicia Winslet) is assigned t 


one button, though a basic combo is 


unleashed if you get the timing just night. So 
overwhelming are the odds against the hero, 
Sieg Wahrheit, that ከፀ must call upon demon 
guardians to help him slay the minions of his 
white-haired adversary and fan of the 
mumbo-Jumbo one-liner, Victor Delacrox 
Although the six peg types (a seventh 
can be unlocked): Guilt, Malice, Arrogance, 
Flawed, وہ متا‎ and Hatred add a degree 
UG 


of Strategy to the combat it's a weaker facet 


han Edge was expecting. The L1 button 
summons your selected Legion for a limited 
time, while the E 6 button triggers its 
special ability. 2 the Malice Legion 
cross-bow weapon that's most 
effective against flying foes. Intermissions 
showing battle statistics allow you to uparade 
your Legion powers. It is here where the 

e transcends Golden Axe simplicity Dy 
letting you assign experience points to a 
number of defensive 380 offensive abilities. 

Unfortunately, the repetitive nature of the 

iormbat 5 only transformed by this feature 

the latter stages when things become a little 
harder. The enemies show little intelligence 
and as a resuit combat feels functional rather 
than thrilling. Destroying monster generators 
with Legion blitz attacks la the best strategy, 
and beyond the boss battles theres little to 
transform this from decent to distinguished. 

Indeed, Chaos Legion suffers from the 
same lack of fizz that pervaded DMCS, 
Beautiful, polished and at times engaging 
Capcom: latest invention, nevertheless, tests 
neither the reactions nor the brain ም to 
nod your interest. There s nothing wrong with 
hack 'n' slash adventures but Chaos 
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Edge rating: Six out of ten 
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The monsters in Chaos Legion are nothing if not 
bizarre. A mixture of reptilian freaks, crustacean 
monstrosities and more traditional demons, 
there's enough variety to keep you entertained. 
Experienced gamers will probably find things 
more satisfying on the harder difficulty setting 
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Titanic struggle 


Go through the game once (a feat that 
takes around five hours) and you'll unlock 
Alicia Winslet. Although Edge's Japanese 
is still a little weak, it's clear from the 

hysterical cut-scenes that she's a girl with a 
monumental grudge against Delacroix. 
Winslet's special attack is magnificent -- a 
380-dedgree bullet-spewing rotation 
followed by a powered-up cannon shot 
that sends her tumbling backwards. 


However, her lack of Legion powers makes Pick-ups include life force and ‘soul’ capsules that will replenish their respective status bars. Soul energy 
her journey less interesting than Wahrheit's, is required to launch your Legion attacks. Legions can also be switched to defensive or offensive duties 


Zone of the Enders: The 2nd Runner 


Format: PlayStation? Publisher; Konami Developer in-house Prine, 550 (E32) ፡5፡5==፡ Qut now (US), September (UK) 
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Once again, the ratio of action to cut-scenes is 
rather slight, but unlike the original ZOE, the 
preponderance of monodynamic bosses simply 
compounds the feeling of circumscription. In fact 
it rarely matches its predecessor in any respect 


A PAL to the end 


In a rare bit of goad news for European 
gamers, Konami has announced that the 
PAL version of The 2nd Runner will ship 
with several extra features. Whether these 
will be substantial enough to alter 
dramatically the game's quality we'll have 
to wait until its September release tc see, 
but it's commendable that the European 
version of the game will include a number 
of exclusives. in all, three wholly new 
levels, two substantially revised levels, 
seven graphical demos" (whatever that 
might mean), and two additional difficulty 
modes will be introduced, 
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In action, the game is undeniably pretty, as long as you can stomach the monstrous camera. But beyond 
the anime-inspired visuals, the action limps turgidly along without ever really engaging or entertaining 
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marginaiy tanger Game), but i has 
significantly stepped up the difficulty level 
untortunatery though, | has done 8o on an 
arpitrary basis, with the fork ጋ mission 
structure of the onginal giving way tà the sort 


of boss-heavy composition that characterises 
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in ZOE, in The 2nd Runner it's simply spastic 


ል lurching lock-on system sends the camera 


careenng wildly whenever you swittn targets 
and consequently robs combat of any spatial 
continuity. Vyhicn is 028118 because the 


targeting lock system worked fine in بے‎ 


-OMDAL has also Deen complicated Dy the 
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enemy shields) but in practice, they re 


redundant on two counts. The first is that the 
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imagine this = even more annoying 

Also ann owing i5 the sni towards a DOSS- 
heavy structure, Quite apart from curtailing 
the freedom offered by the original ZOE, 
bosses in The Znd Munner are rather imp 


compared to their forebears, requinng 
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Edae rating Four out of ten 


Dark Cloud 2 


Fonnat;PlayStation2 Publisher: SCEA — Developer. Level B. Pree: 550 (532) Release; Out now (US), TBC (UK) Prevlaka in E112 
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and buidinas with which to repopulate a loca 


town. The thoughtful placement of said 
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people and architecture generated new item: 
and incentives for further dungeon delving 
which in turn generated new people and 
انتا‎ aings. And so on. There was notning mat 
got in the way of this circular sequence of 
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wholly welcome, 

The first of these layers is an increased 
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actual play ends up suffocating tne core 
9f the game. Indeed the town management 
Sement ooesn t appear until Some five Or SX 


hours have elapseci, 





When it is finally does emerge, this A new photography subgame allows photos to 
be used to create inventions, but it actually adds 


component is no longer a case of simply 
little to the mix apart from overcomplication 


inang buildings or people and arranging 


them in a town. instead, i requires players U 


And the Diuepnnts of buildings, 707 
enougn components win Wion to DUE 
them, and then populating them with people 
from your home town, who need to be 


attracted to your cause Dy the completion of 
tedious and lengthy subquests. Which 
essentially increases the incidence of aimless | 4. ا‎ 
wandering, losing the tight focus that proved poy Wo woo o 077709 
so attractive in the previous title; | | | 
And while the return of fishing or th 
addition of a golf-like minigame are welcome; 


Déjà entendu 


The following 8 appeared in | Edge 5 review of 
the original Dark Cloud: “The shrill pan pipe 
tweeness that dogs your progress will have 
you stoppering your ears after just a few 
hours, and by the time the game reacnes its 
conclusion you will be cursing the lunatic 
responsible." Judging by the shrill pan pipe 
tweeness that continues to dog your 
progress in the sequel, it would appear that 
When the game eventually gets going, it's almost as much fun as its predecessor, It's just that it takes Laval 5 didn't read Edge's review. If only 
Edge rating: Six out of ten several hours to kick off. Still, the urban planning and basic dungeon crawling broadly remain intact there was an option to turn the music off... 





a new photography system adds yet more 


tedium to your travels, requinnda further 
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Xenosaga 





pisode |: 





Format: PlayStation? — Publisher: Namco — Devalopen Monolith = Prica: 850 (፳32) 825555 Out now (US), TBC (UK) 
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but the question remains the same: can the 


tually be any fur? 


nteractive film a 
Players who enjoyed Xenogears an 
PSone will recognise the hallmarks of 
excellent set-pieces, deep charactensatior 
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The action takes the traditional RPG order 


Diay; Cut-scene, Gx] oration then battle.‏ آ0 
The first two-hours fi‏ 


and are spent ا‎ [5 grips with the deep 


al characteristically slow 


and excellent fighting system. The developet 


sequences with som e flair but it's only when 
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Cut-scenes are well di ed and helped 


Dy an intelligent, sometimes witty dialogue. 
The plot burns slowly but gathers speed and 
intensity proportionate to the 40-oad hours It 
takes to completa, and, unlike so many 


Japanese attempts at scence fiction ethics 
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Enemies are visible in the field. eaninal ra 
randomness, and this will be enough to ኪዘኽ 
RPG deserters 
very dernanding for those weaned on recen 
Squaresoft games. At every battle, failure is.a 
not handed out freely 


and so you have to plan spending and 


keen realty. Ciirrency 5 


characler development carefully: all cnanges 


that help keep Ihe formula frest 
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offers a different view of gaming's future 
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An intriguing email system exists in the game 
similar to that found in Front Mission 3. This allows 
email-based sidequests to open up. Namco 
frequently sends through adverts for its other titles 
and you can invest in different companies found in 
the game in a pseudo stock market. Nietzsche 
would have turned in his grave 
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Top scoring 


Xenosaga chooses to keep its music for 
cut-scenes and battles alone. All sections 
where player has control on the field are 
punctuated only by sound effects, which 
help add a lot to the atmosphere. Yasunon 
Mitsuda, fast becoming Japanese 
videogaming s John Willams, has created 
a beautiful score full of thematic echoes 
from the first game, The London 
Philharmonic provided the playing and 
the OST is recommended to all. 
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Indiana Jones and the Emperor's Tomb 


Format: Xbox (version tested), PC, PS2 Publisher Activision Developer LucasArts (The Collective] Pring. £40 Holease- Out now 
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v's Tomb would be a poor specimen 
inaeed. Instant deaths, 001:117 Combat, 
uninspiring boss encounters and twitchy 
controls conspire to make this a beliow-par 


expenence. If it wasn't for occasional flashes 
of imagination and the familiarity and nchness 
conveyed through the licence then The 
Emperor's Tomb would be utterly forgettable 
Your initial impression of the Game کا‎ likely 
to be good. Indy climbs, leaps and swings 
cross treacherous chasms with great 
energy. But then you ll begin pulling leve 
wirnming in Croc: 
tniggenng mechanisms Dy ፤ 


around. By the end of Ceylon - the first level 


in the game = you'll wonder how any of this 


differs from lonb Haider circa 1996 
Fortunately the locations show enough 
variety to prevent the game from turning into 
another Lara tribute. Prague's castle interiors 
are particularly fetching and scaling the level's 
lofty bell tower induces genuine vertigo. The 
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handy icons even show you where to place 
demo charges to break down weakened 
walls. A traditional platform adventure then, 
elevated by classic indiana Jones scenanos? 
Not quite. Too much of this game shows 
a disconcerüng iack of polish. Just when the 
COMDal DEQING to Impress you [See F ant 
club) it breaks down because of a bat 


camera and Ai routines that see foes walking 


le 
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rnany instant-death situations for a game 
which has upwards of 20-minute segments 
between save points. [his results in you 
having to repeat arduous platforming sections 
more times than is good for your sanity. 
Patient gamers with a passion for 
plattorm/puzzie games will derive some 
entertainment out of LucasArts’ latest effort, 
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or level design that sees you repeating 


ፎር Sections over and over agan. 


Edge rating. 
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In theory Indy's bullwhip can snatch weapons out 
af the hands of enemies, but in practice the device 
is clumsy. Combat can be fun when the camera is 
behaving, though too often you'll find enemies 
getting an advantage through no fault of your own 





Previously in E112 





The boss encounters (below) are soma o! the 
worst Edge has encountered. |! 5 8 pity that such 
moments spoil what is otherwise a decent title 
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Fight club 


The game's combat is initially impressive 
with enemies using the objects around 
them to get an advantage. You can wallop 
foes with chairs, clubs, guns and grenades 
but all of these weapons can also be turned 
against you. Satisfying at times, the combat 
manages to capture the daring-do spirit of 
the Indy films. Unfortunately it's also here 
where the game s lack of polish comes 
through: you'll often experience enemies 
walking into walls while the bodies of 
defeated foes sometimes remain dormant 
or completely disappear with little logic, 
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Developer: Digital Anvil Prices: £35 


Jëlasse: Out now 


pmmmm mri 





The Freelancer universe 18 incomparably 
detailed. Each and every pilot is given a name, 
the radio channels reverberate with chatter from 
nearby craft, and the universe is constructed 
with coherent and varied 3D geography 


Persistence of vision 


n place of tha mooted massively 
multiplayer online experience, Freelancer 
presents a more modest Quake-inspirexd 
system whereby gamers set up their own 
servers. Unsurprisingly, this results in a 
huge number of available games, with each 
massrve universe populated by a relatively 
miniscule number of players. It's possible 
to chat, meet up and tackle missions in 
teams = another aspect of the game that 
echoes Blizzard's Diablo, But with the 
narrative element removed fram the 
multiplayer mode such online adventures 
are muted, to say the least 





የሞ ሞሮ 


) 72+01, ۳۴ 
8 


4 ይ. 
83۹1٦ 
NAI 


i 
۳ Ae, 
MEST 
LL ERES 





The cut-scenes in space stations and on planet surfaces work well enough, but it's in space that 
Freelancer shines. The texture-rich game art owes a heavy debt tà the blueprint established by Kubrick 








th a familiar blend of combat, trading 
and narrative elernents, after six years 


| strained development the final Freelancer 
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design bears closer companson with its 
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nromise to present an open-ended universe 
though in reality this merely translates Into the 


ability to dip in and out of the scripted 
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hurting, mining or signing up Tor 5 


generated missions. In truth the variety offered 
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the Freelancer expenence, and because 


characters can t be moved from one game to 


another, a poor initial choice of server nas 
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succeeds in making Freelancer the most 


approachable space shooting ‘trading game 
ever, but a mes a heavy price. Gamers 
expect spa Jat to be 5 tion of 
ar combat = a: I ns ADOX 11፡2 90 


Battalion so handsomely demonstrate: 


gamers Crave a more physical way of 


engaging in sci-fi action. Freelancer mes 
across like iin to Diablo, but what 

0000 pa O I 9ieolayirg Oi ' = tha 
shoot ‘am up into a simplistic fight to place 
tn e Mouse cursor Over a id raet 


Freelancer is remarkably compelling. The 
desire to work through the engaging plot and 


Ihe greed for greater riches and improved 


irc won 1 il حر جک یت ا یہ‎ rm ma TIC 
ኑ 1 T = m = 
Za wd TET lt ኛ አጽ ሎጋ 3 1 "n iT 
i = DO ሾ PS. cee D LN اک‎ I * 
sm ha ከ” ru = Hanan mm = ! das 
O tne pb EXT NECE S or ሟን MUN 1 


be found in rapetition, particularly when 
doatignting Interludes are so mannered 


Jitimnately, it's. dificult to recall wnat al 


Delta Force: 


Black Hawk Down 


Format: PC Publisher: Novalogic Developer: in-house Price: £35 Release: Out now Previously in E175 


tis surely only a matter of time before 
i conflicts in the Middle East become 
videogames. And if any games company is 
going to be making one such game, it's more 
than likely to be US-based military-action 
specialists, Novalogic. Indeed, the companys 
most recent effort was the appalling Delta 
Force: Task Force Dagger, a knock-off 
cash-in on the Delta Force series based on 
the current situation in Afghanistan and 
rushed out in time to still be topical. It was 
an abysmal failure. 

Black Hawk Down on the other hand is 
not a failure. Far from it, in fact. This latest 
instalment of the series isn't simply a return to 
form; it's a form-surpassing achievement of 
no mean merit. Black Hawk Down easily 
matches Novalogic s previous best, Delta 
Force Il, and beats it in many regards. This is 
a soldier sim with the emphasis on tightly 
scripted, high-content missions. The action is 
heterogeneous and the missions would be 
nail biting, were you able to lift you hands 
from the controls for even a second 

As with all mainstream PC firstperson 
shooters Black Hawk Down is enormously 
graphically sophisticated, managing to 
create some of the arittiest urban 
environments ever seen, while still working 
on a scale that many flight simulations 
would be proud of, But Black Hawk Down 
also manages to balance a heavy dose of 
realism in physics and actions with a solid 
injection of enjoyment. 

This is a game that takes great stock in 
the stimulation that is to be garnered from 
playing with American military hardware, from 
sniper rifles to manning the miniguns on a 
Black Hawk gunship. Black Hawk Down 
consistently delivers solid, if unexceptional, 
entertainment, creating believable scenarios 
and challenging fight sequences. The team- 
based action works splendidly, with only the 
slightest of quivers in the Al, from which 
much is expected in the complex and diverse 
level mechanics. Your team will offer covering 
fire, tell you what they're up to, warn of 
incoming enemies and generally help out. 

if you can stomach the precarious 
ethical nature of yet another PC 7 
shooter that takes American intervention in 
the very serious political quagmire that is 
Somalia as its subject matter, then this game 
makes for a varied and engrossing piece of 
gun-action, Just don't expect it to be 
the game of the film. 


Edge rating: Seven out of ten 
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Much of the action is based around vehicles, 
including boats and helicopters. These add a 
welcome sense of realism and diversity to the 
otherwise combat-based challenges 


Call me a chopper 


While the US military seems pretty sparse 
on the chopper gags, it does boast an 
impressive array of helicopters, which are 
frequently integrated into the action of this 
latest Delta Force piece. The qame uses a 
modified version of its Comanche 4 engine, 
meaning that soaring across large 
landscapes in the Black Hawk blends 
seamlessly with gritty infantry groundwork 
and specialist urban assaults. While Black 
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Hawk Down isn't anything we haven't seen Be ሸን) 
before, it does suggest a new direction for —— P 
Novalogic, who seems to be getting the The environments in Black Hawk Down don't manage the incredible effects of some recent FPSs, but 
hang of making decent games at last. they are beautiful and well populated. Aggressive locals will even hurl stones and abuse at your soldiers 


101 


Virtua Fighter 4 Evolution 


Format: PlayStation? Publisher Sega Developer: In-house (Sega-AM?2) Price: Y6,800 (ኗ35) Release: Out now (Japan), June (UK) 
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Virtua Fighter 4 fans will be pleased to learn 
that some of the original's graphical flaws 
have been ironed out for this update. Now 
it is as clase to the Naomi 2 version as you 
could hope for on PS2. Obsessives will 

be spending much time in the shop (right), 
where hundreds of items can be purchased 
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Super Puzzle Fighter II Turbo 


Format: Game Boy Advance Publisher Capcom, Developer: In-house Price: £30 Release: Out now 
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his 5 8 puzzie game, so you ll immediately 
* recognise the basic game dynamic. Pairs of gems 
fall from the top of the screen, just like Puyo Puyo 
Unlike Sega's excellent puzzier, though, they come 
(broadly) in two types: the standard gems, which are 
static and inert, and circular gems, which cause 
standard gems of the same colour to crumble when 
placed in direct proximity. The idea is to group together 
as many standard gems as possible — since when 
rectangular arrangements of gems are made they form 
bigger, more powerful gems - and then burst them 
before your opponent does the same to you. 

Yes, we've been here before, but Puzzle Fighter is 
one of the handful of Tetris clones that at least lies in the 
sama league as Pajitnov's masterwork. This version is 
arcade-perfect, coming with ‘puzzle’ sections to unlock 
extras. These are simple one-round battles against set 
opponents, but they do provide a distraction from the 
main event, as does the system link and single-GBA 
twoplayer mode. Thats where Puzzie Fighters best — 
as a distraction, something to dip in and out of — and 
it's unlikely any buyer aware of that will be 
anything other than delighted. 


Seven out of ten 
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Previbusiy in E108 


hopping is in fashion. ls this a novel way of getting 
S girls interested in gaming, or is it just a cB 
Japanese trend? Whatever the case, accessorising is 
one of the main features that Sega-AM?Z has expanded 
upon in its update of VF4, From wigs and contact 
lenses through to scuba diving gear, 
available to buy in Evolution is bewildering 

The Kumite mode of the orginal has been 
scrapped in favour of Quest mode which sees your 


& array ot items 


chosen combatant duking it out in Sega World West 
and Event Square. The latter offers an impressive range 
of contests, like the iron Fight tournament [punches 
and kicks do less damage! or the Hyper Action battle 
(your combos speed up as they connect). Do well in 
these tournaments and you will increase your ranking 
and eam cash for those all-important shopping sprees, 
But apart from minor graphical tweaks and two 
fresh characters (Brad Bums and Goh Hinogami), ۷۳۴۶۵ 
remains much the same game. Environments still fail t 
s. and body/limb locking and 
connections are a little off at times, It remains furiously 


compare well to 1 


competitive in versus mode, but it's not the leap 
forward Edge was hoping for 


Edge rating: Seven out of ten 
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Each of the super-deformed Capcom 
characters comes with his or her own 
attack pattern, which represents the colour 
of gems he or she will thrust on to the 
opponent's half of the screen when gems 
are destroyed. The system is similar to 
that commonly seen in Taito's Puzzle 
Bobble aka Bust-a-Move 


The Lost Vikings 


Format: Game Boy Advance Publisher: Vivendi Universal Developer: Blizzard Entertainment Price: £35 Asisase: Out now 


| am Erik the Swift," exclaims the first of your vikings in 


—— 
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the rather whimsical rolling tutorial, "I can run like the 


ri 


wind and leap huts in a single bound." Unsurprisingly, 


ta 


his fellow vikings, Olaf the Stout and Baleog the Fierce, 
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provide a p atom with his shield, while Baleog -- the 
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archer and swordsman of the tno — can Tick switches 


ቢዘ a distance and dispatch enemies. ———— መመ 
Teamwork is the order of the day here. Levels 


onsist of increasingly intricate 2D platforming ‘mazes’ 


replete with obstacles that can — be overcome 


through judicious use of each vikings unique skill s 
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Olafs shield to provide much-needed elevation so that 
Enk can make that crucial jump. It's a simple dynamic, 


aranted, but Its execution is certainly sae dtu more 





so on encountering the tougher puzzies which require a 






Many of the puzzles require one viking 15 
scout the way ahead, triggering switches 
and defeating foes so that the lesser- 
equipped members of the party may 
continue. It all starts out in simplistic 
fashion, of course, but swiftly becomes 
a matter of hard, concerted planning 


great deal of consideration 
This is a welcome conversion of Blizzard's 
chersned 160it strategy actioner and well worth a 


punt tor those who like to challenge their ore, 


Biohazard Gun Survivor 4: Heroes Never Die 


Format. PlayStation2 Publisher Capcom Developer In-house Price: ¥6,800 (E37) Release: Out now (Japan), TBC (UK) 


landing thirdperson action and firstperson liantgun 

B Dlasting to create an entertaining genre of its own, 
this fourth Survivor title is a return to the Resident Evil 
world, complete with legions of moaning zombies and 
more spectacular supernatural beasts. It's simple and 
dumb, but pushes most of the right buttons, both in 
terms of atmosphere and tension in play. While not 
doing anything particularly innovative Gun Survivor 4 
s Trenetic, Tun and supremely challenging on its 
‘extreme’ difficulty setting 

Neither shooting or exploration is particulary deep 
CAUTION however, so despite the lovely presentation, this could 
well leave fans of both genres feeling a mie dissatisfied 
The exploration mode can be a little fiddy and it 
generally entails unsophisticated running about picking 
up keys. Nor is the shooting action as inventive as 
some games in the lightgun arena, despite a zombie- 


The challenge grows increasingly frenzied ndden city providing a consistent challenge for the 


as the game progresses: you won't want to 
waste a single smidgeon of ammo if you're 
to survive your way through each level 


reflexes. The fact that enemies can attack from all sides 
means that you have to think about movement and 
positioning as you blast your way through a game. 

It's all simplistic fun, then, but nothing that ll 
Keep you indoors for the summer. 


Edge rating: Five out of ten 


1 ያሚ የገ 
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Phantasy Star Online Episode | ል | 


Format: GameCube Publisher: Sega/Infogrames Developer: Sonic Team Prica: E40 Release: Qut Now 


31:۴۸1 


his expanded and tweaked GC edition of PSO 

To (divided into two episodes) retains the levels and 
features from the DC's Ver2, with the addition of a 
sirnilarty sized collection of attractive new locales and a 

(Lv S JE ግይ ሰ. ad le PAN v ا8 و مہا‎ = EN fully refurbished Pioneer 2 from which to access them: 

‘Dr, “Montague ue opp ا‎ አላች ۹ ነ UN ار‎ ልሸሽ The online experience, however, has changed little 
3 Lv 44) | i ید گار‎ : ۱ ጋ = pod lw A L wd The servers are as stable as before, the simplistic 

"Ai | à | ~ D process of slashing through identikit enemies to 
I aAa ም increase levels and hunting for those elusive rare items 
remains intact, but the sense of community (thanks to a 
minimal proliferation of hacking and duping) nas 


Improved a great deal since the fabric or the UC 


/& predecessor descended into chao 
Booma Ly anm y. “መኬ PDC TM H wen avana 
1 ۱ 4 ET wy. û E نذا وج وج‎ V iL However, the opportunity to make valuable 
Attribute:Native ۳ Ia. p | i ሂስ duas ae 


changes has been wasted = the addibon of a manually 


controlled camera, team-based battles, and a stronger 






necessity for cooperative play have been bypassed. 
The rich new environments in the 
GameCube's Episode |! make the 
Dreamcast originals look quite tired. But 
sonic Team has done little to update the 
older locations, choosing instead to alter 
some of the basic effects, like the Telepipe, 
while unfortunately retaining the pop-up 
evident in the game's more open areas 


nstead, the only 255) additions are three fresn 
character types, a new roster of downloadabe quests, 
GBA minigames, and a fourplayer splitscreen mode. 
Regardless, for those willing to invest in all of the 
5 'aphernalja required to experience it, Phantasy 
Star Online remains a beguiling prospect 


Edge rating Seven out of ten 


Hayman 3: Hoodlum Havoc 


Format; GG (version tested), PS2, Xbox Publisher: UbiSoft Developer In-house: Price: £40. Relsasa: Qut now 


aman s commercial performance has been a 
H perennial source of cheer for Ubi Soft, and this 
instalment demonstrates once again the senes' high 
production values and ncn sense of charactensation 
Hooadlurm Havoc's hyperactive styling and pacing match 
those of any Saturday morning cartoon, but while this 
will no. doubt be sufficient for the game's intended 
audience, older, more cynical gamers, who have had 
thelr platforming palate dulled by countless similar titles 
will be less willing to forgive the game's basic flaws 

The first of these is the game's camera - always the 
most crucial aspect of any SD platformer. Here it is as 
wayward as they get (and lacks the finessed controls 
Mario Sunshine), frequently making basic actions more 
difficult than they should be. And though it's not difficult, 
there are several frustrating moments due to deficient 
level design (eg the Rez/Frequency-inspired interlude 
sections, which are a real test of patience). 

A plethora of minigames, varying from GBA link-up 


There's a certain amount of wit and flair 
evident throughout Hoodlum Havac s cut- 
scenes, and there are certainly some very 
slick production values. The problem is just 
that, in terms of raw enjoyment, the game 5ا‎ 
somehow underwhelming. It's not bad, by 
any means, and it doesn't seem like à 
cynical attempt to cash in, either. It just fails 
to ever rise beyond the level of mundana 


karting to tennis and firstperson shooting, mollifies the 
impact of such flaws, but in general the quantity and 

onginality of these games outweighs their quality. 

Which leaves a rather average taste in the mouth. 


g. 


Edge rating: Five out often 
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ur party is represented by a singular 
aracter as it navigates the map (above) 





Long and winding road 


inal Fantasy was the only one of the 
hee Bbit titles to make it to the US and 
jespite selling more copies there than 
t had on original release in Japan, it did 
mit cause a storm. It's obviously very 
asic by today's standards but as a 
ustory piece it is playable, enjoyable 
and demonstrates the emergent genre 
sements that are so familiar today. 


retrotest 


Final Fantasy 


Edge takes a fresh look at a seminal game classic from yesteryear 





= inal Fantasy arrives in the west with 
little fanfare. Released three years ago 
in Japan the game builds upon the 
Tolkien-esque setting and D&D-style 
mechanics fast becoming standard fare for 
this emerging Japanese genre. 

While Enix's Dragon Warrior games 
first introduced US gamers to the console 
'RPG', Final Fantasy is the first title 
seemingly advancing the form. Opening 
with a complex backstory one can see 
how Square (known in the west for Rad 
Racer) is attempting to build a world quite 
unlike the childlike Zelda No Densetsu. 

Four evil spirits have stolen four 
crystals — each representing the balancing 
elemental powers of earth, fire, water and 
air — resulting in a world infestation of 
monsters. The player assumes the role of 
four light warriors, adventurers fated to 
combat evil and restore the world to 
former balance and peace. 

The first innovation comes as you 
choose the make-up of each of your team 
from a pool of six different fighting classes, 
ranging from warrior through thief to 
magician. It's an unassuming choice that 
will radically alter the way you need to play 
the game to succeed. 

While Enix's Dragon Warrior has 
the player tackling even the simplest 
commands (such as talking) through a 
submenu, Square streamlines the controls 
to simply pressing A to talk and examine, 
with excellent results. In terms of 
mechanics the player must travel the world 
unravelling the plot while fighting monsters 
to level up their character. Spells are not 
just learned but bought with currency. 

One major innovation is the plethora of 
boss encounters seen in the game. While 
previously the genre had you fighting just 
one final powerful enemy, Final Fantasy 
throws all manner of überfiends at you, 
greatly improving the gameplay. The plot is 
deep with betrayals, politics and major 
twists helped immeasurably by detailed 
graphics that put many far shorter NES 
games to shame. The musical score, too, 
is stunning, provoking emotions that have 
rarely been felt in videogames before. 

However, while Final Fantasy has 
already spawned two sequels in its 
homeland, there are no quarantees the 
number-crunching gameplay will 
catch on in the west. E 





Edge rating Eight ıl of ten 
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the making of.. 


3.28m sales in Japan, 2.92m in eS and 1.774 in Europe. Three 
Over two years’ development. Over 00 team members. Nine out gi, 
in tears. But Final Fantasy Vil represents much fnore than cold record 
statistics. Here was the catalyst for the worldwide RPG revolution. 4 











| 
| 
4 
لست فا‎ w g jis was undoubtedly the game 
"سس ںہ‎ Mente Mb that changed everything." 
Origin. Japan | y ዝ Yoshinori Kitase, director of 
Original ralease dale: 1987 x 
en rmt » the most important RPG ever, has 
cause for hyperbole, "We felt a wind of 
A | change inside the company during the 
ይ X development process. There was this 
d ካዛ incredible feeling I'll never forget: we 
; a were making a new thing... making 
NN ኮዋ ብ history. Imagine." He pauses. Imagine. 
፦ کت‎ m At the time rere man 
S ۴ QE ÁN there were y 
አ. e ው 3: ድ doubters, but Kitase-san's instinct 


proved right; Final Fantasy VII eventually 
propelled the high-production RPG into 
one of the most popular videogame 
genres worldwide. The first demo of the 
title, creatively bundled on an extra disk 
with Square's first 32bit offering, Tobal 
No.1, stunned the world with its steam 
punk setting, achingly melancholic 
score and arresting visuals. And it bore 
evidence of a huge team working on a 
title with aspirations not yet thought 
possible in the medium of videogames. 
“There were a huge number of people 
we had never worked with before. 





fy 

















Squaresoft's translation to English, while US-centric, was actually very good compared 
to its peers. The western release was then repackaged for Japan as FFVII International 


2D mediurn. All of a sudden we had 
Softimage that we had never heard of 
before. From an industry point of view, 
it was unbelievable what we were trying 
to achieve. That is why we all had this 
strong feeling; this great enthusiasm.” 


“We felt a wind of change inside the company during 
development. There was this incredible feeling I'll never 


forget: we W 
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making a new thing... making history" 


As the software houses were 
jumping from the 16bit systems to 
behind the split is yet to be explained 
and as the two companies only 
recently kissed and made up (with the 
departure of warring Hirosohi Yamauchi 
from Nintendo and Hironobu 
Sakaguchi from Squaresoft) we're 
unlikely to anytime soon. Kitase-san is 


predictably diplomatic, “We had a big 
decision to make in terms of which 
hardware to use. Nintendo was not one 
step behind in terms of hardware. In 
fact, the N64 was quite attractive 
actually. But as our goal was to 

came to the conclusion that only a high 
Capacity mass storage media would 
facilitate what we wanted to achieve. 
80 from that perspective, PlayStation 
was the only choice." 


Access all areas 

There was great pressure on the tearn 
to maximise the benefits of the new 
medium. “At that time Sakaguchi-san 
(Square's founder) was the series’ 
decision to go with CD was made he 
set down a ground rule for the team 
saying, ‘If the player becomes aware 
of the access times we have failed.’ 
So we tied many tricks to circumvent 
the issue such as offering animation 
The constant fear for us having worked 


with cartridges for so many years 
was that the player would feel bored 
while waiting for loads. However, 
only CD media was able to facilitate 
more than 40 minutes of FMV 

made for us." j 


\noti — ہی‎ 
Graphically Square was trying things 
only hinted at in the first generation of 
on CG backgrounds and interspersing 
the action with streaming FMV was a 
that the distinction between the in- 
game graphics and the CG movies 
sequences was not overly pronounced: 
something we could not have done on 
N64. The change of dimension into 3D 
was a massive one for the Square 
maps and angles that only 3D could 
Offer and in terms of game characters, 
we were able to offer far greater, 
more real, more alive on screen. But it 
was a daunting task.” 

The change from Final Fantasy VI 
to Final Fantasy ۷۷ is as graphic a 
demonstration of the transition 
between 2D to 3D as one will see. Just 
how apprehensive was Kitase-san 
about this sea change? “It was during 
development that | realised the impact 
that 3D realistic CG visuals had on 
overseas players. In Japan, you have 
deformed style world design and 
characters that live through a story with 
don't have this. To be honest we were 
and graphics would be accepted 
overseas and ironically | was much 
more anxious to see how apanes 
users would respond." 


1 
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Undoubtediy at the heart of any 
RPG's success is the plot. No matter 
how good your battle system or 

play. It is testament to FFVII's story that 
the game is widely regarded as the 
acme of the series and still frequently 
games have traditionally always drawn 
upon a huge selection of myths and 
legends the seventh game used them 
as a framework for loftier ethical 
evangelism. “Sakaguchi had a great 
vision of the force behind the universe. 
He wanted to explore the idea that 


basic energy and so are, in some way, 
cultures that stated when a planet 
disappears an invisible energy is 

to some place and concentrates to give 
So no matter who or what this energy 
comes from, it will concentrate all 
together to give life to something or 
someone again.” 

These were ideas that the 
Squaresoft founder had long been 
toying with and it’s unclear as to how 
much of the philosophy was pure 
fantastical fabrication and how much 


the making of. .. 




























was his own dogma. One thing is 
certain, they posed difficulties for 
Kitase-san, "Sakaguchi 5 ideas were 
incredibly dificult to represent in the 
garne since they concerned an invisible 
abstract concept. It was something I'd 
never seen done in a game before. Sa, 
| carne up with the Life Stream 

"This was an idea that planets have 
the same kinds of life systems as 
people's blood or nerve network. It 
allowed us to more clearty examine the 
issues we wanted to. Sakaguchi-san's 
main ideas for FFVN and the world he 
imagined for the game (the creatures, 
atc) were very closely integrated into 
the ‘Final Fantasy’ movie. FFVII and 
‘Final Fantasy’ started at the same time 
in their development process and they 
all their common elements.” 

Although the lengthy FMV, random 
battles and an arcane combat system 
alienated some gamers — especially in 


በመጪ is arguably one 7778 
at all time. Not just because It was So Wel executed, 
but mainly because ot ts wider signi canoe ta Sony” 


the west where anecdotal évidence 
suggests it became the most retumed 
game in history - the combination 
proved a winning formula for 
thousands who had never sampled 
such fare before. Boosting weapons 
devastating guardians, scouring the 
oceans for secret items and raising 
and training Chocobo gave both 
lange universe to explore and revel in. 





The scene that fuelled a thousand Internet forums. The well rounded and complex 
characterisation of Sephiroth and Aerith was the only reason players cared so much 
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but rather a Rower søller who appears / | 
for itle more than a third of the game, / 
ene re | 
characters of Sephiroth and Aerith, / 0 
"The main issues of contention for fansi 
worldwide ane still Aerith's death and / 
With the plot | wanted people to feel 
something intense, to understand 
something. Back at the time we were 
designing the game | was frustrated 
with the perennial dramatic cliché 
where the protagonist loves someone 
very much and so has to sacrifice 


himself and die in a dramatic fashion in 

order to express that love. We found 

thes was the case in both games and 

I wanted to say something different, 

something realistic. | mean is it right to 

set such an example to people?" 
Kitase-san is adamant that cultural 

art puts too high a value on the 

just need to look around you. Nobody 

wants to die that way. People die of 


EDGE 





suddenly and there ts no notion of 
good or bad attached to iL It leaves, 
not a dramatic feeling but a great 

big empty space and think, ‘If I had 
known this was coming | would have 
done things differently.’ These are the 
feelings | wanted to arouse in the 
players with Aerith's death relatively 
sary in the garne. Feelings of reality 
and not Hollywood." 


Classic convention 

At the time of release the Internet was 
awash with rumours that it was 
possible to resurrect Aenth. Edge 
wonders if this was ever the 
developer's intention? “The word 
was expecting us lo bring her back to 
He, as this is the classic convention. 
from the beginning. There was a lot 
of reaction from Japanese users. 
Some of them were very sad about it 
while others were angry. We even 
received a lengthy petition addressed 
to our scenario writer asking for 
meanings in Aerith's death and that 
could never happen.” 

Final Fantasy VII is arguably one of 
the most significant garnes of all time. 
Not simply because it was so well 
because of its wider significance to 
Sony. In Japan, history dictates that 
hardware cannot succeed without a 


the mal 


«ng ot. 










The game's CGI is consistently excellent = especially given that 
the teams had only been working with Softimage for six months 
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receives to do a remake of the title is 

evidence of the game's continued 

popularity. Edge gently pursues the 

rumours, “if | were to redo the game on 

today's hardware ! would like to make 

the characters more realistic, | mean 

like FFX for instance. | think | would try 

to include full voice support but I would 

definitely keep the very same plot and 

scenano. | know that other members of 

the team are eager to do the update 

but, currently, | have no plans. Cloud 

and Aerith have appeared in other tities 

(Final Fantasy Tactics, Kingdom Hearts) = 

so it is possible FFVII characters will “a 

appear in a future title but there's many 

discussions to be had first." 
Whether a new generation of 

videogamers get to expenence this 

RPG in next-gen clothing is almost 

irrelevant. While few would go back to 

experience this epic again, it is one of 

those rare games that cast an 

emotional spell over legions of players. 

For that reason it will always 

remain the stuff of legend. 
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Where yesterday’s gaming goes to have a lie down 


Examining gaming history from Edge's perspective, five years ago this month 





Issue 58, June 8 


1. Total Annihilation draws 
Edge out to Seattle for a 
spot of building freelance 

2. Xi "has the potential to 
hold players engrossed for 
hours". Edge wants to see 
the sequel here, now 3. ልክ 
AM1 team member in 8 
dress, celebrating Dynamite 
Deka 2 4. Greg Fischbach, 
Acclaim CEO, thinks about 
cash-ins 5. Incoming, 7/10 
&. Glover: “Marble Madness 
meets Head over Heels" 


If only Edge dic advice columns. "After a 
romantic dinner at Restaurant Napalm. for example, 
couples may feel the urge to team up and shoot down 
invading alien forces within the confines of 8 

perfect way of saving a relationship, but turris out to be 
a description of Namco NamjaTown, aka What Edge 
Did On Its Summer Holidays. What Edge also did was 
go riding around the Motegi Honda circuit with one 
Toshihiro Nagoshi to promote Daytona USA 2 


What else? ል huge preview of Appeals Outcast 


HO THEY REALLY SAY THAT? 
"Katana arrives, we are confident that our palygons will be more 
entertaining than their polygons” SCEE president Chris Deering 
dismisses the Dreamcast before it's even named. 


[ዝህ EDGE REALLY SAY THAT? 
"ል horribly tight deadilina for ESB's Sony supplement tested 
the good ship Edge's hull strength to its limits last month 
Edge explains away the typos In the DOA captions 


TESTSGREENS (AND RATINGS) 


Forsaken (PSPC 6/10), Dead Ball Zone (PS: 8/10), Vampire Savior | 


Saturn; 7/10), Spec Ops: Rangers Assault (PC: 7/10), Starcraft 
ቻር; 7/10) Incomimg (PC; 810), ር:.ርህ፣ Breakers (PS; 8/10), Three 
Lions (PSPC: 7/10), Star Wars Supremacy (PC; 5/101, Jane's F-T5 

(PC: 8/10), GASP Fighters NEX Team (Nod; 4/1[1, Masters of 

Teras Kasi (PS; 4/10), Aita 30: Beyond tha Jungle (Pe; 810) 





The industry's favourites from yesteryear This month, Alex Ward, 
creative director af Criterion Games, recalls a revolutionary shooter 
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Ward has overseen the likes of Burnout, but his gaming background lies in deepest space 








made uneconomic use of a fifth-colour silver, while 


Capcom's Vampire Savior was the only spiash of colour 


in an otherwise dour reviews section, And in Florida, 
hwo politicians attempted to ban violent videogames, 
"The bill کا‎ trying to allow our society to protect itself 
and its young people,” said one, “from the scourge of 
the rampant violence that permeates our society.” 
Perhaps one day soon the videogame industry will have 
the lobbying power of the NRA, and this sort of thing 
will stop, But then what would Reset have to 
write about in five years’ time’? 


| 
1111 
MU E ES 
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It was a healthy interest in swimming that led 
me to a very unhealthy interest in videogames. The 
local baths had a cafe which showcased the best 
coin-ops of the day. After several clones of Space 
Invaders, the insanely colourful Frogger got my 
attention. Then, one day, Phoenix appeared. 

It was incredible, an evolution of the best bits 
of Galaxian and Moon Cresta. The background 
Starfield was hypnotic, and the player ship seemed 
more alive than anything before. It was an all-out 
battle against the alien force. 

The first wave was just an opener, carefully 
placed to lure you in. The simple sound effects were 
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screeching and terrifying as the first wave 
divebombed your ship. If it became too much, you 


‘could bottle it and use the shield. But the birds, 


Jesus, the birds. A few swirling eggs soon mutated 
into flying alien beasts. Sure, you could shoot their 
wings off, but all too often it was wasted ammo, and 
a single shot to the head was what was needed. 

The final glory was the mothership. It took a lot of 
credits before | could reach it, and then several months 
before | took it down. To me, it was more exciting 
than blowing up the Death Star. The cabinet stayed 
there for a long time, eventually to be replaced 
with Space Harrier. Then | lost my mind. 





First, I'd like to congratulate you on the 
articles in E121 about gir! garners. | especially 
enjoyed the articles about women in the industry, 
and finding that although In my local area | am 
among a minority of gir gamers, girls can go out 
and gain respect for their skills. It made a 
refreshing change for girls to be given the credit 
that they deserve as gamers playing whatever 
genre of game they like. Having played 
videogarnes since the BBC came out, and now 
owning all of the current consoles and several retro 
consoles, it is good to see girls being taken 

Second, | would like to comment on Louis 
Badcock's letter (E121) about ‘The State of Play 
too long. Quite the opposite: ! feel that many 
games are too short. Take The Lord of the Rings: 
The Two Towers. Sure, it's a really well made and 
fun game to play, but when | sat down one 
Saturday evening to play it | finished it the same 
night. Admittedly that was only with one character 
but three evenings to complete a whole game is 
too short. In comparison Final Fantasy X kept me 
occupied tor over 80 hours. 

Tha fact is that most publishers put games 
out at full price whether they are short or long, 
and most gamers would much rather play 40 hours 
of a £40 game than four hours of a £40 game. 
Yes, | agree that the price of games is tao high, 
but please don't give us less fun by shortening 
the games, 

Helen O'Toole 


Perhaps videogame publishers should consider a 
- as opposed to one that reflects either quality (or, 
more specifically, lack of quality) or the amount of 
time since a game's release. Which is the pricing 
model that would currently appear to be in use. 
We can but hope. 


Thanks for your giri issue. | am a woman 
of 41 with a family and other interests who also 


OX k 


Communicate by post: 


Or email: 
edge@futurenet.co.uk 





happens to enjoy videogames. Shock horror The 
idea of games targeted at women sounds faintly 
repellant, putting ma in mind of 'Friends', ‘Bridget 
Jones's Diary' or 'Cold Feet' spin-offs. A truly 
horrific thought, Anyway, thanks for your positive 
attitude to women and let's hope that one per cent 
readership proportion improves. 

Sally Hewison 


What's wrong with games based on "Friends"? Or 
‘Bridget Jones's Diary’ for that matter? Although 
we take your point about "Cold Feet’. 


Although not a member of the original 
generation of hardcore gamers, who grew up in the 
age of the C64 and Atari 2600, | would still 
consider myself an avid gamer and | am currently a 
student on a Computer Games Programming 
degree course and therefore surrounded by 
budding developers on a daily basis. | would like to 
make clear though that it is not just older gamers 
who are getting bored with the current generation 
of derivative titles. 

Such boredom seams to be a sentiment shared 
by most gamers of my age. But since within the 
next one or two years we will, hopefully, be leaving 
university to pursue careers in the videogame 
industry, | am beginning to feel we may be 
heading towards a face-off with massmarket- 
obsessed publishers. Whether this will have any 
affect on the type, or quality, of games being 
developed over the next few years is hard to say, 
but students like myself are unlikely to just roll over 
quietly; we are all very passionate about the 
videogame industry and determined to have our 
say about its future. Maybe our views will not be 
heeded and we will go quietly into the night, but 
either way the next few years seem likely to be 
some of the most interesting in the history of the 
videogame industry. 

J Ross Keverne 


The issue touched upon by RedEye, 
Steven Poole and Mr Biffo (E122), about the joys of 


Letters, Edge, 30 Monmouth Street, Bath BA1 2BW 


videogames of old, is a particular favourite of mine, 
and one that never fails to get my blood boiling. All 
| can say is that l'm glad to hear that there is at 
least one other person out there who shares my 
view, Thank you, Mr Biffo, 

| would like to extend the argument a little, 
though. Mr Biffo conceded, as | do, that the 
current catalogue of games for the three main 
console platforms is choc-a-bloc with lazy 
market is probably even more saturated. But 
been the case? 

| am currently 24 years old, and | have been 
playing games for as long as | can remember - 
many memories of great games being played on 
standing in front of the selection of games available 
in John Menzies, unable to differentiate between 
£3.99 titles would be better than the £2.99 titles, 
£2.99 better than £1.99 and so on. Of the 
100-pius tities | owned, around 75 per cent were 

The letters to Edge bemoaning the demise of 
quality games are simply so narrow-minded and 
rose tinted it's unbelievable. 


Nostalgia کا‎ a powerful sentiment, there's no 
doubt about that. And you're nght to point out 
that previous generations of gamers have been 
subject to a raft of lazy cash-ins. But it's 
Edge's belief that, though there are plenty of 
videogames out there that eclipse anything that's 
gone before, there is also a greater number ot 
averageware tities, sapping too many hours, 
and easily corrected, than ever before. And 
unfortunately, it's all too likely that the youthful 
optimism of future generations of coders will be 
insufficient to remedy this fact without major 
structural change. 


"The current catalogue of games is choc-a-bloc with lazy 
ports, lazy licences and lazy lookalikes. But am | the only 
one who realises that this has always been the case?" 
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| think Steve Austin was stone cold wrong 
when he called the BBC Model B a "sensible 
computer that schools and kids who wore Clarks 
shoes used to play with" (E122). 

| remember playing on Aeoton, and it was 
excruciatingly hard as a six-year-old kid. But it was 
also immensely rewarding, and became my first 
obsession game. | loved my copy of Moon Cresta, 
and my copy of Microids and all the other great 
games out there for it. But | also owned a C64, 
and | still own one now. It will forever hold a place 
in my heart, alongside the masses of Mastertronic 
games and Ocean film licences with it (180 on the 
G64 has never been bettered as a darts game). 

Also, | take issue at the idea of games not being 
as impressive as they once were. | remember my 
first go on an Amiga, playing Super Hang-On, and 
loving every minute. | remember my first game of 
Sonic the Hedgehog. But then | also remember the 
first time | saw the Dinosaur demo on the PSone, 
or the first time | played Sou! Calibur on the 
Dreamcast, or even the amazement and 
exciternent of GameCube Burnout. 

| still love my C64, my BBC Micro and even my 
trusty GameGear. The point is, it doesn't matter 
where, when, or how you discover games. ል good 
garne 15 a good game, regardless of format, 
polygon/sprite count, or licence. 
Rob Mortimer 


Let's see, recently we've had Master of 
Orion 3, Command and Conquer: Generals and 
we've got Steel Battalion, Freelancer and Metroid 
Prime coming out. | don't know about everyone 
else, but between my Xbox and PC | manage to 
find at least one game to buy each month, and 
usually two or three. 15 the Industry having a mid- 
life crisis, or are some of the previously hardcore 
fans simply finding that they have more obligations 
than hours these days? 

lain Howe 


To play devil's advocate for a second, four of the 


Ties you mention are sequels or remakes, and the 


| "It doesn't matter 


format, polygon/sprite count, or licence” 


Apologies for banging on, but /co really is rather 
good. Just imagine a world where it was actually 
promoted to consumers, instead of left to languish 


fifth isn't as exciting as its custom-built peripheral. 
But in answer to your question, surely the answer 
is that it's a combination of the two. And if it is the 
case that a generation of hardcore gamers simply 
doesn't have as much spare time to play garnes as 
it used to, why aren't more videogames designed 
with this fact 7 


E122 must have been one of the gloomiest 
gaming publications | have ever read. What was 
the desired effect, though’? Surely not just to 
encourage readers to dump their consoles and 
copies of Edge, and pick up a hobby in a more 
thriving area (extreme ironing?). What then? 
Perhaps to highlight that there is a problem. Well 
you didn't need to use all of the long words in 
Edge 5 vocabulary to tell us that. We can already 
find that out for ourselves by simply scanning over 
a copy of something like 'Computer and Video 
Games’ and lamenting about how everything's so 
damned ‘ace’. Edge simply replaces ‘ace’ with 
‘average’ and is a bit more honest about the 
situation. Just like ‘Computer and Video Games’, 
though, it fails to come up with any good solutions 
and doesn't even try. 

It is far, far too little to repeatedly place 
interesting/innovative/good games on ageing 
pedestals. How many times in every issue does 
Edge need to refer to Ico, Rez or Super Monkey 
Ball? And don't blame their lack of success on 
marketing. Ica failed to impress me at all; | bought 
Rez and enjoyed it, but only for a few hours; and 
Super Monkey Ball was fun for a weekend before | 
returned it to Game. 

My suggestion is: no more naysaying. Come up 
with some good ideas for games by yourselves. 
Find new talent. Write features about little-known 
geniuses and why their games are original and 
successful. Indeed, aive more examples of 
successful original games. What | think would also 
do a world of good for the magazine, is a 
‘Readers’ Concepts’ section. People in the 
industry are overstretched and overexposed to 
the same rubbish day in, day out. Fresh blood is 





always tasty. Edge could then be justified in 
telling developers now it should be done. Two 
wrongs do not make a right: Don't combat a grim 
circumstance with a grim negativity, It's just plain 
annoying to see a standard-bearer of quality 
gaming such as Edge do what it did in E122, 
which is to sigh and give up. 

So come on and raise that flag to the sky, 
scream out some uplifting solutions, and 
encourage budding developers by giving them a 
real opportunity to sort this silly, silly business out. 
Joe Gordon 


Last issue might have appeared unnecessarily 
pessimistic, but it only reflected the sentiments of 
an increasing number of letters that we continue to 
receive each month; it would be remiss of us not to 
reflect such wide-ranging sentiment. And while 
Edge might not have offered a detailed solution, 
its not really our place to do 50. In any case, a 
good first step would surely be to admit that 
theres a problem. It's also not Edge's job to come 
up with ideas for videogames. And it's not as 
simple as a section given over to design ideas from 
readers: as Peter Molyneux once said, almost 
everyone has a good idea for a game; it's getting it 
made that’s tha problem. 

As for Ico, Rez and Super Monkey Bail, well, 
Edge will continue to refer to them for as long as 
they remain some of the best examples of creative 
nsk-taking that doesn't compromise the overall 
enjoyment of a title. And though we're sorry that 
you didn't enjoy them, there's no denying the fact 
that each title received little or no marketing. It's 
interesting to ponder how well any one of them 
would have sold had they benefited from a high- 
profile promotional campaign. And though they 
might lack a genuinely universal appeal, it would 
certainly be interesting to consider how far, had 
they been marketed successfully, they might have 
won over new audiences for gaming in general 


After browsing 8 recent issue of Edge 
containing screens of the upcoming Doom M, 


er where, when, or how you discover 
| games. A good game is a good game, regardless of 
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stopped and pondered: how great is the great 
John Carmack at programming, or belter yet, 
how slick is the code he writes? Baing a 
videogame programmer myself and understanding 
the inner workings of a computer a little better 
than the average user | set about the task of 
finding examples of Carmack's code, with the 
ntent of uncovering the secrets of his mojo and 
the hope of learning something along the way. 
After a little research | stumbled upon the Quake ا[‎ 
source code. After downloading the 1.4Mb 
source coda, | worked my way through it, assisted 
only with a few dozen cups of caffeine. Then it 
dawned upon mê... 

The code was average. There was nothing 
within Carmack's code that you could really call a 
work of genius. On the contrary the code was 
unstructured, with litte or no conformism to coding 
conventions; it had very few comments and the AJ, 
weapons and animation sequences were all hard- 

ded, rather than being loaded dynamically 
through the use of scripts or other such 
mechanisms. In short, it was average. To think that 
companies bought into the success of Quake I 
believing it was all down to John Carmack's 
fabulous engine 

Disturbed by this discovery | continued to 
ponder. Why do programmers get given all the 


credit for games? Programmers generally have very 


litte or no input into what actually makes it into a 
game. 2D and 3D graphics are made by the 
artists; the sound is either composed/recorded im- 
house by a full-time or contracted sound 
engineers; levels are created by level designers; 
and the game concepts are created by game 
designers. Programmers are, if you will, the light 
technicians at a concert. You can't have a concert 
without them but you also can t credit them Tor the 
performance. What is Edge's view on this? 
Mesut Serbest 


Perhaps Carmack's genius lies in his ability to 
synthesmse existing tecnnigues to achieye nove 
resi dtc") Ac የር ሣሚ ቢ 225 nme m muDoriarioes ot 


Quake Il: smoke and mirrors, or a testament 
to John Carmack's ۱331 skills? And just how 
important are programmers anyway? 


ogrammers, the licensing of game engines and 
ine rise of middleware would suggest that the 
programmer's role might vary from game to game 
But videogame development is indeed a 
collaborative art, and it would be unfair to diminish 


any one aspect of it 


Regarding RedEye's otaku bashing 
in E121: he got me spot on there, And yet ha's 
wrong — the Japanese do make better games. And 
If not better, at least they provide better variety. Call 
It innovation or not, in Japan there is a market for 
games created for different age groups and both 
sexes. In ihe west, only games suited to a 
twentysometning male audience seems to get ine 
approval of publishers 

I'm thankful viis exists a place such as 
Japan. Without Japan | wouldn't still be playing 
games at the age of 32. Without Japan the only 
games made would be EA sports tities, racing 
games and FPSs, and they would probably be 
played on a PC 
Svenn A Ramlo 


While RedEye is right to point out the 
fetishisation of Japanese culture in 
seems to have turned a ‘binceye to the reasons 
for this happening in gaming circles. It is no 
wonder that Japan has become something of a 
holy land in the eyes of gamers when there are so 
many great Japanese games that go unreleased 
in Europe 

As for the word 'otaku' having negative 
connotations, why can't RedEye see that the use 
of the word when describing oneself is an 
appropriation of the original meaning. Consider 
the መ the gay community and ethnic minorities 

e appropnated derogatory words to protect 
themselves. There's nothina wrong with Edge 
readers calling themselves ‘obsessive geeks 
rather, it's when someone else uses the term 
to describe tham that it becomes an unwelcome 
and derogatory remark. 
Ashley Day 


ine wesi, ne 


You're both right, of course. RedEye is just a bitter 
old cynic and Edge constantly disagrees with him 
Which usually prompts him to call us a bunch of 
obsessive geeks 
Steven Poole's Trigger Happy article 
in E122 made ma think about the lack of 
innovation in PC firstperson shooters. Far too 
many games in this genre are designed around a 
‘shoot everything that moves’ philosophy. 
Personally, | have become extremely bored of this 
type of gameplay, which is precisely why | have 
found the vast majority of recent firstperson 
shooters on the PC to be rubbish. 

| have aways considered that the expenenc 
of a game is far more important than tne end 
result. In other words, the enjoyment of simply 
playing the game is what matters, rather than 
the ability to score highly, or the speed at which 


a leve can De completed 
Set in a massive, atmospheric virtual world, 
Deus Ex is a classic example of a game that has 


been designed to be experienced. In fact, it could 
be argued that avoiding armed conflict as much as 
possible considerably improves the gameplay, 
since the option to use stealth tactics has been 
gressively, The ability to 
complete difficult missions without firing a single 
shot provides a much greater sense of 
achievement than blasting your way through 
hundreds of enemies with a multi-barrelled rocket 
«e uncher under each arm 
eediess to say, there will be many gamers who 

Meinen with that last sentence. They may even be 
punching the wail right now in fits of apoplectic 
fury. SO be it. Let tham convince themselves that 
Serious Sam is the future of PC gaming. Let them 
show the rest of us just how well they can bounce 
around like demented wallabies in Quake MW. If they 
ike that kind of gaming, then that's just fine 

15 just that some of us want so much more. 
Christopher Low 


Horses for courses. Christopher. 


“Theres nothing wrong with Edge readers calling themselves 


‘obsessive geeks’ 


rather, its when someone else uses the 


term to describe them that it becomes unwelcome” 





From the forum 


A selection of choice cuts from Edge-Online's discussion outlet (http://forum.edge-online.com) 


subject: So you wanna be a game designer? 
Poster: Mr Francis Fourfingers 

Your challenge is this: reinvent old or current 
games by tweaking the title ever so slightly and 
provide a short blurb of how it might play. For 
example, Super Junkie Ball: Sickboy awakes 
from a night of heavy skag abuse to find himself 
trapped inside a translucent bubble, in a world 
full of giant crack bowls and gravity-defying 
reefers. But all is not as it seems... help Sickboy 
traverse hundreds of lushiy detailed aerial 
stages and find the smack before his come- 
down-o-meter hits rock bottom! Six extra play 
modes include: Junkie Fight, Junkie Target, 
Junkie Bowling, Junkie Billiards, and Junkie 
Golf! Features bright, upbeat soundtrack, with 
syd Barrett, Velvet Underground and The Fall, 


Poster: JPickford 

Ping: bounce microwaves around the oven by 
moving the reflector left and night. If it escapes, 
the legendary Poodle is toast. 


Poster Riposte 

MimeSpitters: you and up to 15 friends run 
around gunning down people dressed in black 
who pretend to be trapped in invisible boxes. 


Poster. Onion 
Great Big Ego: run about a big city telling 
people just how bloody great you are. 


Poster: franki 

Paz: infiltrate a sweet factory to liberate the 
central Al. ‘Your character shoots small sugary 
brick-shaped lozenges and can evolve through 
several animal- and cartoon-shaped heads, 





Subject: In the end, it’s all about you 

Poster: Arik 

The most emotional gaming experience | ever 
had was when | loaded up Baldur's Gate 2 for 
the first time, and heard the music, Glorious, 
overblown orchestra, with just a hint of the style 
of the first game, | was virtually in tears, tears of 
sheer joy. Why was this? It can't have been any 
care for the characters, given that they had little 
personality beyond the 12 or so phrases that 
they'd had in the original game (or, in the case 
of the newer characters, they were even more 
baring). | had no love for the main character 
either, or his plight — Arik was a blank slate, 
detined by me but without quite enough room 
for me to define his personality the way | liked. 
so who did | ory for? Simple. | cried for me, 

You see, | have a theory that emotion in 
gaming is defined not by what the developer 
puts into the game, but by what the player 
does. Fuck Aeris — or alternatively, don't, she's 
dead and you didn't care about her anyway. 
shes not real. You're real, and you've spent 
hours of your lite bringing her up, and now she's 
died on you. It's your loss, not Cloud's, and any 
emotion you may feel is entirely because of that. 

| could bring up. a host of other examples — 
Torment, Monkey Island, Chrono Trigger - but 
it's not really necessary. Playing a game, and 
then its sequel with the same, built-up 
character, and then moving on to the expansion 
pack having spent hundreds of hours of your life 
developing your avatar. That's emotion, 

Emotion in gaming is defined by what the 
player puts in, and so the most emotional game 
should, theoretically, be one you can put more 
into than any other. Discuss. 


ና" 


Arik get's quite emotional thinking about the 
amount of hours spent playing Final Fantasy Vil, 
while Mr Pin passed so much time learning new 
skills in Hyrule that he never wanted to leave 


Poster: arada392 
Are you implying that, given that videogames 
are an interactive medium that is controlled by 
the player, there is a tendency that emotion in 
games appeals to our narcissism? (And 
therefore there is no need for sympathy and/or 
empathy in games?) 

| can see what you re saying with your 
example of Fina! Fantasy Vil: yes, emotion in a 
game depends on gameplay - on the 
interaction between the user and the medium, 
This is also true of all other media. But this 
cannot happen without input from the developer 
as well: as much as the player builds up a 
character in a game, so must the developer also 
work so that the player feels that this 
development is worth the trouble. 


Poster: Mr Pin 
ልበ interesting point. 
| felt a similar feeling during Ocarina of Time. 

was so drawn into Link's world, tne sights, the 
sounds. By the end of the game, | had learned 
so many new skills and techniques. The ending 
was imminent, but part of me just wanted to 
stay in this world, and experience new wonders. 

The time you put into an experience such as 
Zelda is rewarded several times over. However, 
if there was a game that could go on 'forever', 
I'm not sure that this would mean unbeatable 
emotional involvement. 

For starters, it needs to be a quality piece of 
software, as outlined above. | also believe that it 
would nave to have a defined beginning, middle 
and end, as these are the tools used by the 
designers to maximise the emotional effects of 
occurrences within the game. 


"Emotion in gaming is defined by what the player puts in, 
and so the most emotional game should, theoretically, 
be one you can put more into than any other" 
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